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We Blew It 


The game industry should have policed itself 
before the government came calling 


n August 27, the Federal Trade 
Commission published the results of an 
investigation that found movie studios, 
record companies, and videogame 
producers aggressively marketing vio- 
lent entertainment products to chil- 
dren even as they label the material inappropri- 
ate for the same group. While message boards 
across the land were full of angry gamers 
sounding the usual cries of censorship, legisla- 
tors have shrewdly approached this issue from 
an entirely new direction. No public official, 
particularly in an election year, wants to come 
out in support of censoring free expression, so 
rather than focus on the works themselves 
they've gone after their marketing. Though there 
have been no definitive rulings on the status of 
advertisements, chances are they fall under 
commercial speech, which is defined as speech 
that does nothing more than propose a com- 
mercial transaction. This type of speech has less 
protection than free expression, as the laws are 
designed to protect consumers from deceptive 
marketing and various other nefarious things. 

While the government isn’t telling companies 
to stop producing violent content, they’re 
essentially blackmailing them into changing 
their marketing policies, dictating the terms by 
holding things like FTC-mandated ratings over 
their heads. While the government’s tactics are 
questionable (to say the least), the report does 
illustrate one thing: the game industry once 
again blew it. Why did it take an FTC report to 
convince the industry to pay attention to how 
they market their products, and to the impor- 
tance of enforcing the rating system they had a 
hand in creating? 

Since the report, corporations have taken 
action: K-Mart (and later Wal*Mart) announced 
that they will enforce ESRB age restrictions for 
purchasers of M-rated games (recommended 
for ages 17 or older). We wholeheartedly sup- 
port this move; presumably the ratings aren't 
designed just to look good on the box. All 
along, they were intended to inform parents, 
but as the FTC report found, the entire industry 


by Steve Bauman 


puts up this front of giving parents all of this 
information while secretly whispering behind 
their backs, “Hey kid, this stuff is cool.” 

Disney, parent company of ABC, immediately 
announced they would stop showing ads for R- 
rated movies during certain television shows 
that are popular with teenage viewers. Clearly 
this is setting a precedent; it’s easy to envision 
a scenario where game magazines could be 
forced to not accept advertising for M-rated 
videogames solely because a portion of their 
readers is underage. Ignoring the potential loss 
of advertising revenue (we can’t ignore it, but 
you can), this insults the intelligence of adults 
and children alike. Assuming the ads them- 
selves are not violent or offensive, to not adver- 
tise R-rated movies on television or M-rated 
games in computer game magazines which are 
watched by both adults and children is, as the 
New York Times said, a violation of the rights of 
those over 18. 

The question, “What effect does exposure to 
violent media have on children,” is worthy of 
considerable study and research. There is no 
precedence in history for the deluge of violent 
imagery faced by children today. But the 
game industry's usual defense of, “C’mon, 
they're just games,” is at best naive and at 
worst outright damaging. It also begs the 
question, “If it’s just a game, why did you 
spend millions of dollars creating and pro- 
moting it?” It’s a multi-billion dollar business, 
kids, and the industry is being victimized by 
its own success, by its own premeditated 
move into the mainstream. You wanted it, you 
got it; you didn’t expect the benefits, the 
riches, without the scrutiny? 

The hoary “old media” isn’t likely the jump 
in to defend videogames—don’t expect a pas- 
sionate New York Times editorial “In Defense of 
Violent Videogames” anytime in the near 
future—because they're practically indefensi- 
ble. Games aren’t art, with some attempt at 
higher meaning. They’re purely entertainment, 
concerned more with delivering cheap thrills 
than contributing anything to, perhaps, under- 


standing the nature of, or dealing with the con- 
sequences of violence. Understand that this 
isn't a criticism, just the reality of the game 
industry. While the thought of a dogmatic 
game that essentially punishes players for vio- 
lent actions is somewhat terrifying, the reality is 
the industry has again blown it. In pushing for- 
ward this shiny, happy entertainment agenda, 
we've essentially marginalized the industry and 
reinforced the notion that it’s just a bunch of 
games for kids. (The immature press is often as 
guilty as the companies themselves. ) 

There's little doubt this is political grand- 
standing on an issue everyone can readily 
agree on: yes, violent acts committed by chil- 
dren are horrible, and we'd all love to find easy 
solutions to these problems. And alternately, 
mass media should not be blamed for the fail- 
ure of busy, selfish, and ineffectual parents. 

Whether you personally think violent 
videogames have any affect on children is ulti- 
mately irrelevant; society (or at least politi- 
cians, who in theory represent the majority of 
people in society) has decided it is an issue. In 
most discussions about the influence of game 
violence, people say things like, “I’ve been 
playing violent games my entire life; | guess | 
should be out slaughtering my classmates.” 
That's missing the point. No reasonable person 
claims that exposure to violence directly causes 
anyone to become a murderer, as it’s easy to 
disprove. However, they can claim that a num- 
ber of people, however small, are influenced 
by violence, and this is easily proven. The issue 
then becomes how few people are affected and 
whether or not it’s really worth the intrusion on 
everyone's daily lives to attempt to prevent 
that influence, whether it’s through enforcing 
existing ratings or looking at how the games 
are marketed. 

Rather than waiting for the government to 
step in, these are issues the industry should 
have addressed on its own, and the lack of 
action constituted a gigantic strategic blunder. 
We've blown it, big time. And chances are it’s 
going to get worse before it gets better. m 
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TO THE SURPRISE OF EXACTLY NO ONE, BLIZZARD IS PLANNING ON 
releasing an expansion to its massively selling Diablo Il. The as- 
yet-unnamed expansion (according to Blizzard’s Bill Roper, they 
had a name, “but there were issues [with it]”) is scheduled for 
release in the first half of 2001. Using the standard Blizzard release 


date translation utility, expect it by next July, give or take a year 
or so. (Actually, Roper says that artists started working on new 
items and objects as soon as the original Diab/o // reached its lat- 
est balance and localization stage.) 


Overseer 


The expansion adds two new character classes, a 
bunch of new items, and a fifth act. Act V, directly fol- 
lowing the events in Diablo II, is set in the Barbarian 
Highlands of the north and features six full quests. You 
discover that Baal, the last of the Prime Evils, and his 
entourage of evil are still alive and searching for the 
Worldstone that protects the whole of the mortal plane 
from the forces of Hell. He’s trying to corrupt it in order 
to take over the world, and you learn that the 
Barbarians are there to protect this stone. 


rumors first looks 


Unlike most expansions, this one does not offer 
access to the new region from the main menu; you lit- 
erally will need to have completed all four acts of the 
original game in order to access the new area. The 
expansion includes two new character classes, the 
Assassin and the Druid. You may choose these, or any 
of the original classes. “If you’ve already gone through 
the game you can go right into Act V with your [exist- 
ing] character,” explains Roper, “or you can start from 
the very beginning with the new classes.” 


Classy game 

The two new classes, each with 30 unique skills, are 
substantially different from the original ones. The 
Assassin is a female character who has skill trees for 
martial arts, shadow disciplines (mental, as opposed 
to magical, abilities), and trap setting. “She’s really a 
balanced character, with decent hand-to-hand with 
martial arts,” explains Joe Morrissey, who's working 
on dialog and story for the expansion. “While she’s 
not like the sorceress, she does have a certain type of 
ranged attack,” In addition to using a lot of hand-to- 
hand attacks (like flying kicks, which was already in 
place in the demonstration version of the game) she 
tends to lure monsters into various traps with names 
like Spinning Sentinel (which, according to Morrissey, 


_ Greed in Britannia—A group of volun- 
teer Ultima Online game counselors 
has filed a class-action suit against 
Origin Systems for back wages and 
overtime pay. But wait—“wages,” you 
say? “Aren’t volunteers supposed to 
be, well, volunteer?” Yes indeed, but 
these folks are citing a Supreme Court- 
upheld loophole in The Fair Labor 
Standards Act which implies that even 
volunteers should be paid minimum 
wage. The group’s beef is that the 
online game and its citizens ended up 
taking far more of their time than 
they’d anticipated, often interfering 
with their real lives....Shadowed 
Destiny—What says “we love your 
game” even more impressively than a 
good fansite? How about hundreds of 
man-hours of development time? A 


id 


: 


Wheel of Time 


community of dedicated Wheel of 
Time fans have banded together to 
create their own expansion pack for 
the Jordan-based action game by 
Legend Entertainment. This freeware 
add-on will include a dozen large lev- 
els, all-new storyline, new monsters 
and powers, and 3D rendered 
cutscenes. By the time you read this, 
the expansion should be available 
from http://destiny.wotgame.com/... 
Delays, delays—What’s all the rage 
among publishers this year? Pushing 
back their release dates >>> 
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instead of publishing buggy products. 
Hasbro Interactive led the recent round 
of slips by announcing the delay of x- 
Com Alliance until early next year. 
Lionhead’s Black and While was also 
pushed back to 2001. Shrapnel’s Space 
Empires IV was also delayed, though 
not by more than a month or two. And 
rounding out the list, Dynamix wants 
additional beta time for Tribes 2, 
telling their fans, “we hope you will ! 
agree this is the best decision, as our 
community deserves no less than our 
best effort.” m 
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works really well in a hallway) 
and Fire Spikes. 

The Druid class is not your 
average “communes with 
nature” hooded dude. “He kicks 
a lot of butt,” explains 

Morrissey. He’s still, as 

Roper says, “Lord of the 
, @ Forest,” as his skills are 
J¥ focused on elemental magic 
and summoning of crea- 
tures. His elemental powers 
include things like Firestorm (not 
as directed as firewall), Molten 
Boulders (where you basically 
bowl a flaming rock at mon- 

sters, and it leaves a fire trail 
behind and explodes at the 
end—and it’s slow, but according 
to Roper “looks awfully cool”... 

and he’s right), Arctic Blast, Eruption 

(which creates cracks in the ground; something famil- 
iar to the California-based Blizzard), Volcano (which— 
surprise!—creates a volcano that comes out the 
ground), Cyclone Armor (similar to bone armor of the 
Necromancer) and some wind spells like Twister. He 
can summon certain creatures, ravens, wolves and 
grizzly bears. “We really want the Druid to have a 
lot of cool little pets around,” says Roper, 
“because people really seem to dig that.” The 
Druid can also assume certain forms, like a 
werewolf or werebear, and after he takes 
a certain amount of damage he turns 
back (he also can’t cast spells while 
in another form, and they haven't 
decided whether or not the forms 
will only last a certain amount of time). “There’s 
also a werebird that we’re in development with,” 
says Morrissey. “He'll be able to fly, move faster, 
avoid some attacks, each form has unique skills. 

You'll also be able to get a lot of new stuff for 
the existing and/or new character classes. They’re 
basically trying to give people a great new expe- 
rience with either the new or existing classes. 
“We're also adding more of these items for the 
other characters,” says Morrissey. There are new 
unique items, sets with both exceptional and normal 
items, and you'll be able to alter existing items. 
Morrissey gives one example of a new class-specific 
item, namely a set of shrunken heads the Necromancer 
can run around with that increase his spell power. 
“We're messing around with a lot of the set piece 
items, says Morrissey, “making them a lot better then 
they were before, so you'll probably be able to get a 
set of items in one area instead of having to go 
through all four acts.” They also plan a considerably 
larger number of unique items, because Morrissey says 
they're the most popular on battle. net. 


” 


Serious difficulty 

Since you can usually assume that people buying an 
expansion are fairly hardcore players, the expansion 
will be harder. “People that have killed Diablo, even 
if they've gone on to higher difficulty levels, we 
want them to feel like they're getting their money's 
worth,” says Morrissey. “It’s not really designed for 
beginning players.” 

“It'll be much more intense right out of the gate,” 
echoes Roper. “When people enter this act, we want 
players to feel that they are entering the middle of a 
war, that they're under fire,” he explains as he walks 
his Assassin into an early battle. There are catapults 


going off and monsters everywhere, and you can also 
see NPCs fighting. Occasionally you will get a quests 
to rescue NPCs, and after you succeed they'll go back 
to towns and eventually you can hire them as allies. 
“They're going to be pretty kick-ass, in terms of 
power,” says Roper. 


Technical issues 

“We haven’t really talked about any changes we might 
do battle.net wise,” admits Roper, though changes for 
the expansion will likely be minimal in order to retain 
backward compatibility. “Looking at battle.net, we’ve 
leamed what people are most excited by and are 
skewing the new stuff toward that.” He acknowledges 
there were problems with battle.net and admits they 
were unprepared for the initial crush of purchasers. 
“You make projections, you look at the history of the 
past game and the industry, so you say, ‘OK, | think it’s 
going to sell about this fast.’ And it was just ridiculous 
how far above [our projections] it was. So that left us 
with some challenges with our battle.net support.” 

One thing that got Diablo // fans up in arms (albeit 
temporarily) was the on-the-fly alteration in play bal- 
ance that mostly affected Barbarians and 
Necromancers. “The two skills we made the big 
changes to, Whirlwind and Corpse Explode... they were 

broken,” says Roper, clearly a bit tired of the issue. 

“They were not working as they were ever intended 

to work, so we had to fix them. When you look at 

the ladder, and all the top players are two char- 

acter classes, there’s probably a reason for that, 
and | can’t imagine it’s just because no one 
wants to play anything else. So we 

screwed up, we didn’t get those skills 

right.” He goes on to say they have no 
plans for any additional large-scale changes. 

One issue under consideration is whether or not 
to release the expansion and the original Diablo // 
on a single DVD. While it sounds like a no-brainer 
decision, especially in light of the Collector’s 
Edition including a DVD with the 
opening cinematic, Roper says 
they were surprised that their 
market research tells them that, 
beyond the core gamers, the penetration of DVD 
drives isn’t that high. 


The new 
Assassin class 


Back to hell 
Roper is confident that players of the expansion 
are going to have a good sense that they've contin- 
ued on through the world. “As we went 
through and finished [Diablo 1/],” 
he says, ‘there were a lot of 
story ideas we still had, 
and a lot of thing we 
wanted to do with 
skills that never 
made sense with the 
character classes.” 
Blizzard has produced 
terrific expansion packs 
in the past—Brood War 
for StarCraft and Beyond 
the Dark Portal for WarCraft 
I/. According to Roper, their 
philosophy for expansions 
remains the same. “We're 
just trying to do some things 
that are very different, very 
weird and give players some 
different things they can 
do.” —Steve Bauman 


The new 
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with unparalleled team-based gaming in awesome panoramic enuironments. 


Tribes 2 offers truly dynamic team play, allowing you to change wour role, 


armor uehicle, weapons and even your tactics in real time. So go ahead, 


choose a side. Just remember you'll die without a little help from your friends. 
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The 1930s ain't what they used to be. 


America lies in pieces and air power is 


king. It's a shoot-or-get-shot-down world. j 


You'll dogfight ruthless air pirates. 


Rescue saucy pinups. Dodge flak from 


dicey femmes fatales. And mix it up with 


other aces online. But remember, one thing 


still holds true—don’t get mad, get even. 
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2 oe Westwood Studios : 
—revisi its the Dune universe—in 3D—wi th 


_ Emperor: Battle for Dune 
by Nick McElveen 


pare 


eal-Time Strategy is returning 

to one of science fiction’s most 
revered settings: Arrakis—the 
world made famous in Frank Herbert’s 
legendary novel Dune—and Westwood is 
using the occasion to take a long-awaited 
leap into 3D with Emperor: Battle for 
Dune. While a 3D real-time strategy game 
that appeals broadly to the genre’s wide 
fan base is starting to look as elusive as 
cold fusion, Westwood Studios is hoping 
that the conservative approach taken by 
Emperor will prove to be the key that 
unlocks this marketplace riddle. If 3D is 
the most conspicuous contribution that 
Emperor makes to the Westwood line, the 
more profound contribution may actually 
be made by its AI and its new dynamic 
campaign style, which promises to 
improve replayability and add a whole 
new layer of strategy. Finally, Emperor 
offers a variety of interface improve- 
ments—variants of which gamers will see 
first in Red Alert 2—over its progenitors. 
But beneath the veneer of a sleek inter- 
face, 3D, and the dynamic campaign, the 
classic Westwood look and feel will be 
unmistakable. 


mperor’s back-story is vintage Dune: the Houses Atreides, Harkonnen, and Ordos 

return in the year 10190, and one of them has managed with the help of Lady Elera 

(a star of the Dune 2000 cutscenes) to have Padishah Emperor Frederick IV, Ruler of | | Ad i 
the of the Known Universe, assassinated. The throne is left open, and more importantly, so is Once the leader of the 
control of Arrakis, the source of the most valuable commodity in the universe: the geriatric i genre, Westwood is now 
spice Melange that is indispensable for space travel. The Atreides, Harkonnen, and Ordos j playing catch-up 
reinitiate their three-way ground war on Dune, this time supported by a variety of sub- 
houses, for control of the spice and the imperial throne. Emperor’s back-story of Byzantine 
and Machiavellian intrigues characteristic of Herbert’s creation will be told through the high 
quality cut-scene video that gamers have come to expect from Westwood. They’ve once 
again landed recognizable faces to star in the video, including Michael Dorn—Worf of Star 
Trek fame—who will play the Atreides duke, and Vincent Schiavelli—whose face you'll 
instantly recognize if not his name—who will play the Harkonnen mentat. However, the 
videos will not be mission briefings, as they have been in the past, but rather reflections of PAC UAC (AT [o) ol iTah ie) Bul ae (anc } 
the greater story that is occurring as the campaign progresses. | have been Westwood’s blockbusters 


| Command & Conquer (1995) and 


— Command & Conquer: Red Alert (1996). 
“On Ar rakis it’s des ert power.” i Since then, Westwood’s position of 


—DUKE LETO ATREIDES BGhiRut<cMitte ctimltat: Clatiicr by 


Emperor is precluded from having purely mission-specific video briefings by the dynamically-cre- ; the proliferation of the genre. More 
ated campaigns, in which players will have greater flexibility than ever before in choosing their pre- | inclined to innovate and experiment in 
mission course of action. On the strategic map of Arrakis, comprised of thirty-three territories, you interface and graphics than Westwood, 
will be able to conduct attacks from any of the border territories you control, and offensive missions | : 

often will be followed by defensive missions as your Al opponents attack your territories in tun. The other games (most notably Blizzard’s 
campaigns will not be scripted, and because there are over 100 possible missions and Westwood | StarCraft and Microsoft's Age of 

estimates that a typical campaign will be completed in approximately 10-15 missions, Emperor | Empires and Age of Kings) have evict- | 


a ainlacipliaidaormeeaeauieapiaraaeiie 0: Jb ia sae Maemion : _ | ed Westwood from the central position 
From the campaign map, you will have a wide variety of strategic options. In-mission reinforce- 


ments rates will be determined by the number of adjacent territories you control, so you will have a it once occupied in the hearts of strate- 
natural advantage attacking territories that you have surrounded, and a natural disadvantage gy gamers. 


against territories jutting into the enemy lines. If you find yourself losing a mission, or if you have | Meanwhile, Westwood has continued 
already completed the mission's objectives—such as making an alliance with a sub-house—without 


t Arrakis has played an equally seminal | 
role in the formation of real-time strat- | 
i egy gaming, with Westwood’s 1992 

| game, Dune Il, regarded by many as 

i the first of the genre. Equally impor- 


| to produce a steady stream of games 
and add-ons, each improving on the 

| | last but none breaking the Westwood 
a | mold. This was true of Dune 2000 

| (1998), which modernized the original 
. me Dune Il to the Command & Conquer 

| % le standard, and Tiberian Sun (1999), 

| Me which built on to the original story 

| with a new game engine and sharper 
graphics, but disappointed many seri- 
js Ous gamers that expected more from 
the inventors of the genre. 

| Given the wide variety of quality 
games that compete for gamers’ atten- 
| tions, it is impossible for any game to 
achieve the enduring grip on the gam- 
| ing community that Command & 
Conquer once held. That said, through 
Red Alert 2 and Emperor: Battle for 
Dune, Westwood is working to retake 

| its place at the head of the pack. »» 
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Two Harkonen flame tanks destroy an Atreides refinery. 


i Dune: The original was created by France’s Cryo. 
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actually taking control of the territory, you can choose to retreat, leaving a reserve force associated 
with the territory that you can make use of later. These reserve forces can also be moved around the 
strategic map one space per mission to improve your in-mission odds. Finally, even if you lose a 
mission the campaign can continue. If you find yourself needing help, you can also recruit a friend 
to participate in your campaign in multiplayer mode. 

As you get closer to your ultimate goal on Arrakis—destroying the base camps of the enemy 
houses—the storyline will progress, the diplomatic situation vis-a-vis the sub-houses in the game 
will mature, and the levels of technology open to you will improve. Completing the campaign 
will eventually take you off Arrakis as well, to missions set on Guild Heighliners and on the house 
homeworlds: the verdant Atreides homeworld Caladan, the over-industrialized Harkonnen home- 
world Geidi Prime, and the icy Ordos homeworld Sigma Draconis. Approximately 80% of the mis- 
While Red Alert 2, built on the Tiberian sions will be set on Arrakis, and those set elsewhere will be either non-production missions or you 
Sun engine, contains no major innova- will have to rely on periodic cash allotments to pay for your units. The Arrakis maps themselves 


tions, it looks to have gameplay and will have a great deal of variety. Early campaign missions will take place in the non-descript 
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Dune II: Where it all began. 


polish that may make it the pinnacle of 
Westwood 2D real-time strategy. 
Finally taking the leap into 3D, Emperor 
brings Westwood full circle to start 
where they began: Dune. 

Will Emperor be the progenitor of a 
new generation of Westwood strategy 
gaming, both in its own right and set- 
ting the stage for new blockbusters as 
Dune II did for Command & Conquer? 

It is too soon to say. Can we at least 
say that Westwood has made its last 2D 
game? “It depends on how successful 
this game is,” explains Westwood 
Public Relations Director Aaron Cohen. 
“Right now it looks like we’ve made 
our last 2D real-time strategy game, 
but if we learn from the market that 
they prefer 2D games we'll certainly 
take that into consideration.” Is the 
Emperor engine being designed to 
serve as the foundation for the next 
Command & Conquer? “We are still 
looking at this as a stand-alone game,” 
says Cohen. “We'll have to see where it 
goes from here.” = 
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A medium-sized worm has a light snack. 
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REAL-TIME 
TRATEGY 
SUCCEED? 


Producer Chris Longpre on 
going where others 
have failed 


As Emperor producer Chris Longpre 
proudly showed his team’s creation, 
we took the opportunity to ask him 
some questions about the real-time 
strategy genre, where he thinks his 
team will succeed where others have 
failed, and where he thinks Emperor 
will fit in the Westwood legacy. 


The Dune story has been around for a 
long time now, and the books and 
even the movies may be ancient his- 
tory to younger gamers. Do you worry 
that the Dune setting may not be as 
appealing as it once was? 

It is not important at all to know any- 
thing about Dune. The only thing >» 


“The only thing you need to know is: Spice.” 


“Chris Longbre | 


desert, but as you approach the enemy base camps, the effects of the Houses on the environment 
will be unmistakable, whether it is the white marble fountains of the Atreides, the gallows of the 
polluted Harkonnen territory, or the polar ice that reminds the Ordos of home. Multiplayer maps 
will primarily based on Arrakis. 

Arrakis remains the superlative gaming environment. Outcroppings of stone are the only viable 
location for base construction, and provide plenty of tactical chokepoints as well. To seek out the 
spice and your enemies, however, you are required to venture into the desert. The sands present 
their own dangers to your units, but the true danger comes from the giant Sandworms that prowl 
the desert, attracted to any and all vibrations. The Sandworms are the one part of Emperor that 
most truly capitalize on the transition to 3D graphics. The Sandworms come in different sizes, and 
while small worms can consume a single unit, the gargantuan Maker worms can consume an entire 
battle and all of the units in it—up to nine vehicles or two dozen infantry—from below. The Maker is 
truly an impressive sight. Indeed, when you hear that there is “Worm Sign!” you are likely to take it 
much more seriously than you did in Dune 2000. 


“The sleeper has awakened.” 
—-PAUL MAUD’DIB ATREIDES 


Westwood emphasizes its effort to create an Al for both the strategic and in-mission sides of the 
game that mimics the challenge and unpredictability of multiplayer action. To accomplish this they 
have created a heuristic Al that will identify and adapt to your tactics, and that will also learn from 
its own mistakes, favoring among its over twenty tactics those that have worked well on you before. 
It will also react intelligently on the campaign map, exploiting your vulnerable territories and 


avoiding your reserves, insofar as it is aware of them. The Al will operate in a manner consistent 
with the character of the house it is playing, and it is capable of employing a number of different 
tactics at once by creating separate teams with their own tactical objectives. It will also make the 
most of tactical advantages, such as the increased range and protection afforded by higher ground. 
At its current stage of development, the Al was absolutely overwhelming in its efficiency and effec- 
tiveness. To make it beatable, as well as to differentiate skill levels, the number of concurrent tacti- 
cal operations that the Al is permitted to undertake will be limited. 

Emperor boasts 3D graphics that are very attractive, though by no means revolutionary. 
Convinced that clunky cameras have killed other efforts at 3D real-time strategy, Westwood has 
taken a conservative approach in the jump to 3D. In practice, this means that the camera will be 
locked into a more or less isometric angle above the action, with limited zooming and no ability to 
pan up or down. Naturally, it will be easier to direct strategy when you are zoomed all the way out, 
although at this distance the perceived improvement in graphics as a result of the switch to 3D 
becomes limited (Dune 2000 with its pastel color schemes and nicely rendered structures was 
arguably the best looking of the 2D Westwood games.) Zooming in, the 3D becomes much more 
impressive, as buildings and vehicles begin to take on considerable gravity. At this level the isomet- 


ric angle is hardly optimal, and before Emperor ships, the camera will be modified to gradually pan 
up as you zoom in. 


It is inarguably true that strategy games are best directed from above, at a distance. That said, 
many gamers undoubtedly will be disappointed by their inability to savor the action from close up, 
at ground level. Indeed, if such gratuitous visuals are truly unnecessary, why switch to 3D at all? 
Whether this argument resonates will depend on the extent to which it is overshadowed by 


Emperor's gameplay. Requiring a 3D card and designed to run on a 233MHz machine, Emperor will 
exclusively support Direct3D rendering. 


..this ain’t your little brother’s 
Tomb Raider. F.A.K.K.2...will 
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“The Imperium, the CHOAM Company, all 
the Great Houses, they are all but bits of 
flotsam in the path of the flood.” 


—REVEREND MOTHER MOHIAM 


Emperor picks up where its predecessors left off: 
three distinct houses with totally distinct military 
units and only harvesters and carryalls in com- 
mon. The units have been designed to reflect the 
house personalities, and the noble House 
Atreides’ units and structures will be elegant yet 
hardened. Among the Atreides infantry units is 
the Sniper, capable of quickly picking off enemy 
infantry from long range but of limited effec- 
tiveness against a massed enemy. The venerable 
Trike returns to the Atreides’ vehicular arsenal, 
once again filling its invaluable reconnaissance 
role and quick strike role. Meanwhile, the heavi- 
ly-armored Minotaurus boasts four large can- 
nons that will enable it to devastate enemy 
artillery from medium or 
long range. The 
Ornithopter returns as well, 
though this time it will be 
an actual unit, rather than a special attack as it was in Dune 2000. This time, the Ordos and 
Harkonnen will also have air units. 

The evil House Harkonnen units will reflect their inhumane, gratuitous natures. Their Flamer 
Infantry will make short work of enemy infantry, and if the Flamers themselves are destroyed, 
they will explode, doing damage to nearby units. The Harkonnen Buzzsaw vehicle sports a giant 
central blade and will be able to lower itself into the sand and make ‘saw’ runs to chew up 
enemy units. It will also be invaluable for its ability to destroy spice fields. Indeed, with 
Emperor's reduced ability to persecute enemy Harvesters, the Buzzsaw could prove to be one of 
the most valuable units in the game. The Devastator war-machine sports two massive plasma 
cannons that can overwhelm most units, but if the Devastator gets into trouble, its commander 
can overload the reactor to create an atomic meltdown. Also very characteristic of the Harkonnen 
is Inkvine Catapult, an artillery platform that lofts barrels of toxic fluid that do area effect dam- 
age and lasting damage over a wide area. 

Finally, the insidious House Ordos will feature units capable of stealth and deception, and Ordos 
units will be more likely to rely on hit and run and sabotage tactics. Among the Ordos infantry 
units, the Saboteur will be capable of placing detonator charges to destroy enemy infantry, vehi- 
cles, and structures. Perhaps the finest scout in the game, the fragile Ordos Dust Scout can lie hid- 
den in the dust basins impassable by other units. The Ordos Kobra Cannon is a large howitzer capa- 
ble of serving both as a mobile strike vehicle and a stationary artillery platform. The Ordos Las-gun 
Suspensor Tank is a turreted hovercraft armed with an extremely accurate pulse-beam weapon. 

Each house will also have a special ability. Atreides’ units alone will be capable of veterancy, 
and there will be two levels of veterancy, the first easily obtained and the second difficult to 
acquire but with a very conspicuous effect, although it has yet to be determined what form this 
growth will take. Harkonnen units will have pain tolerance, which will allow them to attack with 
full effectiveness and at full speed no matter how much damage they’ve taken. Many Ordos units 
will have shields and they may also have regeneration. Once you build the Capital structure, you 
will once again have access to superweapons. The holographic Atreides Hawk will send enemies 
fleeing, the Harkonnen Death Hand Missile will rain destruction at long range, and Ordos Chaos 
Lightning will drive enemy units berserk—leading them to attack each other—and knock build- 

ings offline in its area of effect. 
In addition to the three main houses, there are five 
subgroups with which you can ally in the game: the 
Fremen, the Sardaukar, the Tleilax, the Ix, and the 
CHOAM Guild. Once allied with these groups, you can 
then build their unique structures and units. Each 
subgroup has two units highly characteristic of the 
groups themselves. Fremen units, for example, are 
extremely stealthy, turning invisible when not mov- 
ing. Fremen Fedaykin will come armed with a thumper 
that they can use to call the giant sandworms that 
they can then ride into battle, scooping up enemy 
units and then returning under the sands with their 
Fremen rider in tow once 
they have consumed their 


- House Atreides 


House Harkonnen | 


| you need to s know i IS: spice. spice is is 


the single most valuable resource ir 

the universe. That i is what drives the 
planet. You are in a land war to nee 
control of this planet that is the single 


| richest Hinnen “ universe. —_ 


Many gamers are still awaiting the per- 
| fect 3D real-time strategy game. Where . 
| do you think other « games have ed, 
_and in what ways have you learned — 
from their mistakes? 


| think one place other games hee 


: failed i is getting a little bit too lost in 
moving the camera around and getting : 
| close to the action. Most of the time 
you don’t want to be that close. | have. a 

_ never been a fan of looking over the 


shoulder of the guy as he shoots at the 4 
tank, unless | am going to go down 


into a squad based tactical game. For . 
: real-time strategy game, | want tit to 
| look more ~— 7 


Besides nine from other 3D games, 


| what did you want to learn from other : 
| Westwood strategy games—what did : 
you want to fix and improve —_— 
: just adding 3D? | — 
We wanted to oe somethina new for : 
people playing real-time strategy 
| games for a while. We wanted to inno- — 
vate some, but we didn’t want to com-_ 
| pletely change what we know is fun. 
We didn’t break the mold. It would be : 
nice to say, ‘We broke the mold’. But | 
we know what works, we know. hat is 
fun, and we wanted to make this a __ 
game that i is even easier to ey and 


get into than Tiberian Sun, > 
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SDEVE 


ae a By: ® SS a 

rl] a ATHERING 
LO RF 

a 


entertainment 


www.ritual.com www.godgames.com www.heavy-metal.net 


Move over Lara Croft, 
there's a new lady in town! 


—GamePro 


www.fakkyou.com 


F.A.K.K.2 blends all the best aspects of...'Legend of Zelda’, ‘Jedi 
Knight' and ‘Tomb Raider’, and avoids almost all the missteps of 
those games. | found myself asking, “Lara who?" 
—Gamecenter.com 


In comparison to Tomb Raider...the lead 

Fakk2 character is far more versatile, 

...good looking and interactive. 

It's got everything that Tomb Raider never had! 
—Speedy 3D 


This game is seriously bad news for other 
3D action/adventures. I've been gentle on 
Tomb Raider because really, despite the lack 
of innovation in that series, it was still 

the best of its breed. Not any more. 
~Gamesmania 


..Sshe’d tear Ms. Lara Croft a new one 
~Gamers Depot 
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fill. They will also come armed with a weirding 
module permitting them to deliver sonic 
attacks. The Ix are supreme in their mastery of 
technology, and among the units permitted by 
alliance with them is the Ixian Projector. This 


ateutol yea nae taped becetrctrastrnins moe sa 3 
——— 1 


mobile sensor array and light emitter can repli- 
cate the image of any unit on the battlefield to 
near perfection, and the illusions thus created 
can be moved and used as either a deterrent or 
an impervious scout. The Ixian Infiltrator if 
moved slowly is invisible and can be sent into 
an enemy camp as a mobile stealth bomb, 
reveal the map and causing a lot of damage in , 
the process. a | first, of course. 
Alliance with Tleilax, | 
home to rogue mentats and 
biogenic arms dealers, will 
offer biotech type weapon- : 
ry, such as the horrific Tleixu Contaminator. Once human, Contaminators have been infected witha The campaign game is definitely innov- 
genetic virus making them mindless warriors whose mere touch of virus encrusted skin will infect f ative. In a way it is sort of going back 
any infantry and start an unstoppable genetic mutation, converting even the toughest soldiers into | to our roots: turn-based strategy 
more Contaminators. The fearsome imperial shocktroops, the Sardaukar, offer the best of their games. We went to real-time because it 
forces, the elite Burseg troops. Preferring to return fire standing, the Burseg never take cover and ; i 
are happy to switch to hand-to-hand knife combat. Finally, the CHOAM Guild will place the services is so much easier to get into. Strategy 
of the mysterious Guild Navigators capable of folding space at your disposal. The Guild’s bulky, s games were so complicated! Turns, 
hovering Niab Tank unit houses a 3rd stage guild navigator that can fold local space around the | ' counters, offensive factors, defensive 
tank and make it appear instantaneously over large distances on the battlefield. Their weaponry is 
not as tough as that of other units, but their ability to quickly appear behind enemy lines makes : factors, all geared around paper gam- 
them formidable. sj ing. Westwood’s real-time games were 
In single player mode, you will have opportunities to make alliances by doing favors for ' born from the desire to take classic 


these groups over the course of the campaign. In multiplayer, on the other hand, when you : strategy and turn them into something 
choose your house, you will automatically get to choose two sub-house allies. Westwood hopes _ 


that the thirty different house/sub-house combinations you can choose will inject a great deal real and fast that doesn’t involve all of 
of strategic variety into multiplayer Emperor as players experiment with alliances to find the : the conventions of tabletop gaming—an 
most effective combinations of technology. | action game but with strategy. We went 
back to the roots by adding another 


“The power to destroy a thing is the | layer of strategy the campaign map] 


— | but we wanted to keep it very simple or 
absolute control over it. | else we would be right back where we 


—PAUL MAUD’DIB ATREIDES [RCUuCemiuiucalulemetin sitetcts 
The best reflection of this truism in strategy has been strangling your opponents’ production capa- and hard to understand. Some of the 
bilities by destroying their resource harvesters. Unfortunately, you will have less success than | hardcore, traditional strategy gamers 
f will like it, but will say, ‘Why don’t | 
j have counters, why can’t | move forces 
| around the map, etc.’ They’ll want to 
| get back into an SSI style of game, but 
j that is not what we are about. 
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you are implementing look similar tc 
> 


2. Is this by design? 
| No, but since we have been in produc- 
| tion at the same time, we have gone 
| down the same roads for some of the 


in es j same reasons. ) 
: ‘ " fe 1° what extent are you setting the 
~ | i \ <i Ma standard for Westwood real-time strat- ; 
3 ! j a egy? Is that something you talk about? 
: : That is definitely something we talk 
s | f Me about. Proving that you can doa fun, | 
2 ee a ee ke #® playable 3D real-time strategy >» 
: Treacherous Ordos troops attack another Ordos base using Kobra Artillery (left) and Dust Scouts (center). | j 
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Maud Dib did in implementing this strategy because, among other refinements intended to reduce 
micromanagement, Emperor will feature more independent Spice Harvesters. Each Spice Refinery 
you build will come with a free Harvester and Carryall. Furthermore, each refinery has three slots for 
add-on docking bays, and each docking bay you build will come with its own harvester and 
Carryall as well. The Carryalls will be very efficient in picking up and distributing the harvesters, 
leaving you to manage your military units and also making it harder for your enemies to persecute 
your Harvesters and control spice fields. If the free Harvester you receive with the Refineries and 
Docking Bays is destroyed, it will be replaced for free, but this will not extend to Harvestors you 
build on your own. 

Emperor will also be adding many of the same interface improvements as Red Alert 2~produc- 
tion tabs (though Emperor will only have three—buildings, infantry, vehicles—instead of the four 
of that game), easy waypoints, and advanced commands. Waypoint paths can be edited after 
they have been created by adding and removing nodes, and a waypoint path can end on enemy 
units and buildings, which your units following the path will then automatically attack. The way- 
point paths can begin on unit production buildings, in effect creating an advanced rally point 
system that will allow you to quickly and safely get your units to the battlefield. To reduce tedi- 
um, all structures now automatically come with concrete—recall having to lay a concrete founda- 
tion for all structures in Dune 2000 or they would degrade—and silos have also been eliminated 
as well. There is still no unit queuing. 

On the whole, Emperor reflects as much continuity as change, and once you are in the mis- 
sions, Emperor is inherently similar to its Westwood predecessors—for better or worse depending 
on your view of those games. You gather a single resource to supply your war effort. You build 
structures that are invulnerable while under construction and once placed emerge from the 
ground almost instantaneously, and you can create units of a certain type (e.g. infantry) from 
only one structure at a time. 3D certainly makes all of this more attractive than it has been in the 
past: structures undergo a nice albeit quick construction animation when they are placed, and 
then pop-up menu interface is also pretty sharp. Given the basic 3D camera controls, experts of 
previous Westwood games will face little learning curve. 

There remains much to be done before the stillsuits are donned. Emperor is currently undergoing 
alpha-level testing, video will be shot in October, and if it stays on schedule, it will hit store shelves 
in February or March. When it does, it will offer attractive though not visually overwhelming 3D 
graphics coupled with plans for a dynamic, non-linear campaign with excellent replay value, an 
intriguing new layer of strategy and the kind of Al that misanthropic, hardcore strategy gamers 
dream about. Westwood is essentially correct in 
its assessment that graphics must not come at 
the expense of gameplay, and at this point, 
there is plenty of reason to be optimistic that 
they have augmented both with Emperor. » 
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Mulling the spice. 


game is something we haven't seen 
done yet. But we want to show that 

you can do beautiful 3D without los- | 
ing what makes the game fun. We are | 
about making entertaining games, | 
games that are fun to play. The tools 
that we have at our disposal to do 
that—3D cards and textures—give us 
visuals making it a compelling experi- 
ence, but the bottom line is that it is 

all about gameplay. 


Command and Conquer—are going to 
| don't want to say that. We are look- 
ing at ways to redefine what it means 
to be a real-time strategy game. There 
are a lot of opportunities we see out 
there. | can't talk about any of the 
specifics of what the next game out of 
our company will be like, but | think it 
will be different. 


Different than this, or different than 
the previous Command and Conquers? 
Different than the previous Command 
and Conquers. And it may not be like 
this game either. There is a segment 
of the market that likes to see things 
change, and we want to look out for 
them. But there is also a segment of 
the market that wants to play some- 
thing that is fun and is playable. As 
far as a traditional real-time strategy 
goes, [Emperor] is a direction that | 
think a lot of people will go. = 
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ing over 100 

| tinct forces with more 
| speed and: strength than 
ever before. Turning 
more than 200 force 
feedback—enabled games 
into the most intense 
gaming experience 
imaginable. So the next 
time you’re ready to 
push the envelope, you’d 


better buckle in first. 
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ake a Sactifice, secure your victory, your 
| God feeds well. 
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The latest edition in the Elder Scrolls series, Morrowind, 
reopens the gates of Tamriel for a new generation of gamers 
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A member of the elite Imperial Guards stands watch outside the Pelagiad Legion Fort. 


ong before there were mountains to 
climb in Dereth or seas to sail in 
Norrath, there was Tamriel. In 1994, 
Bethesda Softworks unveiled this virtual land- 
scape with the release of The Elder Scrolls: 
Arena. Tamriel is a vast empire that is divided 
into eight major provinces, each with its own 
racial group, culture, religion, and politics. 
Arena introduced the basic framework of 
what has evolved into The Elder Scrolls uni- 
verse—a gameworld with a history and 
mythology so intricate that whole web sites 
have been devoted to cataloguing it. 
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Vivec is the biggest city in Vvardenfell | 
and the ancient home to one of the 
fabled Gods of the Dark Elves. 
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In addition to an extensive geography, Arena 
was one of the first games to bring the open- 
ness of pen-and-paper role-playing games 
to the PC. Using first person perspective, it 
provided a richly detailed world that you 
could openly explore at will. The central 
quest in Arena required travel to all eight 
provinces in Tamriel. You were free to gather 
quest items and battle evil, or you could sim- 
ply wander the continent in search of your 
own adventures. 

Tamriel reopened for travel with the 1996 
release of Daggerfall. Powered by Bethesda’s 
proprietary XnGine, this version of The Elder 
Scrolls universe was enhanced to provide unre- 
stricted 3D view and movemert. Like its prede- 
cessor, Daggerfall provided a core quest and 
non-linear gameplay. Although this game 
focused on only two provinces in Tamriel, the 
scale shifted to provide a larger, more detailed 
game environment. Daggerfall’s story further 
developed the politics and history of Tamriel 
and expanded the role of the Daedra (demon- 
like beings who come from the plane of 
Oblivion and can range from being 
harmless/annoying creatures to powerful 
demi-gods). 

Since Daggerfall, Bethesda has released two 
other titles set in The Elder Scrolls universe. In 
1997, Battlespire delivered action gameplay 
with RPG character creation. The game sup- 
ported multi-player death matches and 
focused on battling through a series of 
realms/levels in a single location in Tamriel. 
1998 brought Redguard, a 3D action-adven- 
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The game takes place on the vol- 
canic island of Vvardenfell, shown 
in the northeast corner of Tamriel. 


ture that included character creation but 
played more like Tomb Raider. This release 
provided Bethesda with an opportunity to fur- 
ther expand and refine the Tamriel backstory, 
as evidenced by The Pocket Guide to the 
Empire they included with the Redguard man- 
ual. As the definitive source for details about 
the races and main locations in Tamriel, The 


Pocket Guide has become required reading for 
fans of the series. 


Morrowind revisited 

Purists have been holding their collective 
breath, waiting for Bethesda to return to its 
roots with another installment of The Elder 
Scrolls. After several years in development, 
Morrowind is scheduled for a release in late 
2001 and is promising to be all that 
Daggerfall was and much more. Todd 
Howard, the Project Leader for Morrowind, is 
busy managing the development process as 
well as playing a key role in designing the 
game. His history with The Elder Scrolls is 
extensive, and includes design work on 
Daggerfall, as well as serving as Project 
Leader and Lead Designer for Redguard. He 
and Ken Rolston (the Lead Designer on both 
Battlespire and Morrowind) are the current 
“Keepers of The Scrolls.” 

“It has been in production in some form 
since Daggerfall ended,” explains Howard 
when asked about the evolution of 
Morrowind. “But we really didn’t start full- 
time development until early 1999 after 
Redguard was done. We made many proto- 
types for the technology and game mechanics 
before settling on a system. We’ve spent most 
of the last year working with the technolo- 
gies.” Now, with an enhanced graphics 
engine, you can play this first-person RPG ina 
full 3D environment. The initial screenshots 
and artwork that have been trickling out of 
Bethesda indicate that its attention to tech- 
nology has paid off, with Tamriel looking 
more stunning than ever. The new engine has 
enabled a quantum leap in detail from the 
days of Arena and Daggerfall [the Once- 
Crowned “King of Pixelization” —ed.]. 

It comes as no surprise that the game will 
take place in the province of Morrowind, on the 
volcanic island of Vvardenfell. This is a harsh 


landscape with its evolution forged by heat and 
ash—the home of Dark Elves and the priesthood 
of the Tribunal. It is a land of political and eco- 
nomic conflict, as five clans vie for power and 
control. Rumor has it that there were originally 
six clans in Morrowind and that the missing 
group may play a key part in this next chapter 
of the The Elder Scrolls saga. 

Although Morrowind takes place in a much 
smaller geographic area than Daggerfall, the 
gameworld will still be immense. Bethesda is 
shifting the scale again to provide a greater 
level of depth and detail than ever before. 
Instead of randomly generating hundreds of 
locations and non-player characters (NPCs) as 
it did in Daggerfall, the development team will 
be creating a smaller number of unique loca- 
tions with complex NPCs that interact in a 
more realistic manner. Howard confirmed that 
you will only control a single character during 
the game and that multi-character parties will 
not be supported. At certain points, however, 
NPCs may join you as traveling companions to 
provide temporary assistance. 

In a departure from the path taken by many 
of its competitors, Bethesda has made a strate- 
gic decision not to build multiplayer support 
into Morrowind. This gives it the freedom to 
pursue its stated objective of creating “the best 
single-player RPG ever.” By eliminating the 
design and technology issues that are inherent 
in moving to a multi-player environment, the 
developers at Bethesda can focus their efforts 
on core game features. 


A matter of character 

At present, Bethesda is keeping a tight lid on 
the central story that will support Morrowind. 
“You're released from a prison ship and asked 
by your captors (The Empire) to serve them. It’s 
up to you after that. I’m sure many people 
won t do what they say. To say anything else 


would spoil it right now,” is about all Howard 
will offer at this point. In other words, the 
choices that you make upon arrival and the 
factions with whom you align will set the course 
for your game experience. Like Arena and 
Daggerfall, the core quest will provide a central 
thread you can follow if you are more comfort- 
able with structure. The development team has 
indicated that Morrowind will include more 
guild and faction-specific quests to provide 
alternative directions for exploration. Should 
you decide not to engage in the central quest, 
you will still have a vast gameworld to explore 
and experience. 

Most hard-core RPG enthusiasts will agree 
that Bethesda has continued to excel in the 
area of character creation. Both Arena and 
Daggerfall provided extensive choices for your 
character’s race, class, attributes, and skills. 
You could either build them “manually,” or 
have them developed automatically, based on 
your responses to a series of interview ques- 
tions. This gave you the flexibility to create a 
truly personalized character. So far, they have 
revealed very little about the mechanics of 
building your alter ego in Morrowind. Despite 
our threats to break into the basement of 
Bethesda and steal The Scrolls, Howard would- 
n't tell us any more than, “The Morrowind 
character creation is super-duper-top-secret 
and amazingly cool. We're not talking about 
it yet.” 

He was willing to confirm that they are offer- 
ing the general categories of fighter, mage and 
thief and supporting combat, magic and 
stealth skills, respectively. Eight familiar attrib- 
utes will help further define your character; 
these are Strength, Wisdom, Intelligence, 
Personality, Endurance, Agility, Speed, and 
Luck. You will be able to play as a High Elf, a 
Dark Elf, a Wood Elf, a Redguard, a Cyrodiil, a 
Nord, or a Breton. In addition to the specific 
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traits that are assigned based on your race 
selection, Howard revealed that you will be 
able to choose your face, hair, gender, and 
clothing. Bethesda developers have also indi- 
cated that political intrigue will play an 
increased part in defining your role in 
Morrowind. They have emphasized guilds and 
factions, and your alignment with them (or 
lack thereof) will have marked implications as 
you travel the roads of Tamriel. In order to 
increase the level of your character, you will 
need to use the skills associated with your class 
and not simply engage in the wholesale 
slaughter of wildlife. With each level increase, 
you will receive points that can be allocated to 
your main attributes. 


Swords and sorcery 

We should expect to see an expanded combat 
system. While some RPGs require a simple 
mouse click to initiate a combat sequence, 
Bethesda believes in keeping you directly 
involved in the battle at hand. You will be 
able to control specific elements of the com- 
bat experience such as strength of attack, 
blocking, chopping, slashing, etc. Howard 
noted that visitors to Morrowind can expect 
to fight other NPCs more than they have in 
past games, with only about half of combat 
devoted to monster bashing. He also told us 
that we should expect to see new creatures 
that have evolved to withstand the ashlands 
and harsher places that are a part of the 
Vvardenfell landscape. 

The magic system in Morrowind will be simi- 
lar to the one in Daggerfall, with some key dif- 
ferences. It will include the schools of 
Restoration, Mysticism, Destruction, Alteration, 
illusion, and a “Top-Secret-New-One.” 
According to Howard, “A mage, or some ability 
to cast spells, was the way to go in Daggerfall. 
That game was heavily balanced toward 
mages. The major change in Morrowind is a re- 
balancing of what it costs to use magic and 
how you create spells. In Daggerfall, once you 
could create spells, you could create any spell 
you wanted. 

“Spells in The Elder Scrolls are made up of 
effects. An effect is like, ‘fire damage.’ Ina 
spell you decide how that damage is applied, 
at what rate, to what area, and to what level. So 
with a simple effect, you can generate tons of 
spells. On top of that, you can combine effects, 
say fire damage’ and ‘demoralize.’ With these 
two effects you can create a spell that creates 
fire in a 10-foot circle around you while making 
all those within it run away. It’s extremely cool 
. In Morrowind, you can only create spells with 
effects you have learned. If you have not 
learned a spell featuring ‘demoralize,’ you can- 
not create a spell featuring it. This associates 
certain effects with teachers you must seek out 
so you can learn from them.” 

If prior Elder Scrolls games are any indica- 
tion, choosing to experience Morrowind as a 
thief will require a great deal of ingenuity and 
patience. It may be easier to be successful this 
time, however, as Bethesda has promised to 
provide more items for thieves than they did in 
past releases. 
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Have it your way 

One of the most intriguing features planned for 
Morrowind is the inclusion of the E/der Scrolls 
Construction Set, Bethesda’s own game build- 
ing tool, to provide you with the ability to cus- 
tomize existing objects or add new ones. At the 
most basic level, you will have the freedom to 
design a more fashionable set of armor, conjure 
a unique magic spell, or forge a sword with 
unparalleled power. Or, if you are unhappy 
with the balance between fighters and mages, 
you can change the underlying formulas. For 
the truly inspired (and truly technical) player, 
this editor can be used to create and script an 
entire quest (complete with new towns, NPCs, 
dialogs, and more) that can be posted for use 
by others as a “plug-in” to their own game 
world. As Howard points out , “The Elder Scroll 
world size is not static; it is infinite. People will 
be able to build an entire planet if they have 
the hard drive space.” 

Bethesda is counting on the Construction Set 
to change the way we view single player RPGs. 
“We really see this as a way for the game to 
grow and live on,” explains Howard. “I’m not 
sure that creating quests will improve your own 
experience; it’s really more for others. You’ll be 
able to download items (created by someone 
else) and it will be more interesting than stuff 
you made for yourself.” The E/der Scrolls games 
already have a strong following and a dynamic 
user community. The ability to extend the 
Morrowind experience for others by creating 
and sharing scenarios should be a big hit with 
this group. 


A double edged sword 

For the casual gamer, a massive gameworld, 
coupled with non-linear game play provides 
the classic case of “good news-bad news.” The 
good news is that you can do whatever you 
want. Likewise, the bad news is that you can 
do whatever you want. For the experienced 


gamer who embraces true role-playing, 
Tamriel can be the ultimate gaming environ- 
ment. For this player, the joy is in the journey 
and not the destination and a game is an 
experience to be savored. For the more goal- 
oriented gamer, the lack of structure in classic 
role-playing can be daunting at best. This is 
especially true for those new to the genre who 
may be more accustomed to being pulled 
along a storyline. For these gamers, Howard’s 
advice is to “Go do what you want!” He 
promises that it will be easy to stay on the 
central quest if you listen and do what the var- 
ious NPCs tell you. 

The other drawback of a massive gaming 
world is the impact on the developer’s ability to 
test. With a seemingly infinite amount of possi- 
ble user actions and combinations thereof, it is 
not likely that anyone can predict all scenarios. 
Thus, the gamer who is pushing the envelope of 
the experience may encounter some uncharted 
(and potentially untested) waters along the 
way. In the case of Daggerfall, this proved to be 
true and Bethesda learned some hard lessons 
about quality assurance. For Morrowind, 
Bethesda continues to emphasize its commit- 
ment to improving quality and is striving to 
produce a ‘bug-free release.” 

Morrowind has the potential of being a truly 
memorable role-playing experience. However, 
those gamers who were counting on watching 
naked elves romp across the screen will have to 
find an alternative form of voyeurism. Ina 
departure from Daggerfall, Bethesda has decid- 
ed to eliminate character nudity in Morrowind. 
But, all is not lost. According to lead designer 
Rolston, all the trees will be naked. m 
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our thirst for conquest 
goes unquenched no longer. 
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Five new civilizations to lead or conquer: Aztec, Mayan, Huns, Spanish, and Korean. Four new campaigns to emerge victorious: 
Attila the Hun, El Cid, Montezuma, and the Battles of the Conquerors. Your challenge: Expand your empire and rule the world. 
www.microsoft.com|games]conquerors 
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or invite companions to join you | 


Danger awaits, hardy traveler, 


in the turbulent lands of Arcanum! | online. And for those with discriminating | 


a must! Encounter more than 500 | role-playing system ever created 
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This sequence of shots shows another non- 
canned GeoMod sequence. Destroy the pipe to 
redirect the flow of metal. »>»>292> 
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h, the lure of Mars—the red planet— 
/ especially to a grunt miner like you 

stuck in a rut on boring old Earth. 
Despite those romantic notions we all have 
associated with the joys of mining (right), you 
agree to go to Mars and work the mines for the 
Ultor Corporation. Surprise! The conditions are 
terrible, and you come down with a serious case 
of the “why am | here?” blues. Making matters 
worse, a disease (“the Plague”) is disfiguring 
and killing miners, and Ultor doesn’t seem to 
want to do anything about it. As tensions begin 
to rise, you and your buddy Hendrix witness a 
brutal attack on a fellow miner by a security 
guard and both of you are dragged into a 
fight. Now you're public enemy number one, or 
at least security enemy number one. 

Needless to say, it’s time to leave. You hear 
rumors about a renegade ship planning to 
escape the planet, but when you arrive it gets 
blown out of the sky. You meet up with a group 
of rebelling miners who, taking a cue from the 
movie Total Recall, are sealed off from Ultor 
(maybe they'll shut off the air just for kicks). 
They elect you to help them hold off the bad 
guys until help arrives, and you take on a series 
of missions with specific objectives designed to 


These shots show how Geo-Mod-able areas are 
less architecturally complex, but still can add 
more strategic value. You can’t hide behind | 
objects that can be destroyed. 


advance the plot, hopefully give you something 
interesting to actually do, and provide you with 
lots of things to kill and/or blow up. 


BETTER RED THAN DEAD 

This is the premise of Red Faction, the latest 3D 
action game from Volition, the developer of the 
FreeSpace and Descent series. This all-new 
game will include around 20 single-player mis- 
sion-based levels that, according to lead design 
and Al programmer Alan Lawrance, will trans- 
late into 20 to 25 hours of gameplay. It will also 
feature about 15 weapons, ranging from stan- 
dard pistols to assault rifles, sniper rifles, rock- 
ets launchers and satchel charges (all of which 
were present in the demo build of the game). 

It will also include six vehicles for your 
amusement—an APC with a hard-mounted 
machine gun and mortar launcher, a hovering 
fighter craft with a chain gun, a submarine-like 
craft with torpedoes, and a large drill (also... 
er... borrowed from Total Recall). Vehicles will 
primarily be designed to solve single problems 
within the game; for example, you might come 
to a dead end, engage in a firefight around the 
giant drill and then use it to burrow into the 
wall (it’s better at that sort of thing than are 
your weapons). 


Who needs keycards when you can blow 
holes in walls? 


Of course vehicles versus humans is hardly a 
fair fight, but Lawrance explains that they'll 
design the game to essentially force the player 
to leave the more destructive toys behind. For 
example, the drill has no external view—it uses 
cameras mounted on the vehicle, which you 
look through in order to see where you're 
going. Those cameras may get shot out by 
guards, making it impossible to drive and forc- 
ing you to abandon the vehicle. 


BUZZWORD ALERT 

Red Faction is also a showcase for Volition’s new 
Geo-Mod technology, which provides one of the 
holy grails of 3D game development—truly 
deformable 3D geometry. In other words you 
can topple walls, blast holes in the ground, and 
that rocket launcher might finally put a dent in 
that wood door. It’s about time. 

The demo version of the game didn’t contain 
any final levels. Most were designed to show off 
specific features, although parts of these levels 
may appear in some form in the final game. 
“We have some levels that are finished,” 
explains Lawrance. He says many of the 
demonstration levels are parts of levels that are 
as much as 60% complete. 

In one area, you come across a dilapidated 


This is one of the vehicles you can drive in the game 
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VOLITION’S RED FACTION MAY SEEM 
FAMILIAR, BUT IP’S POWERED BY 
NEXT-GENERATION TECHNOLOGY 
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BY STEVE BAUMAN 


area with partially destroyed buildings and a 
security guard manning a fixed rocket launch- 
er turret in a bunker. With most games you'd 
merely find a hiding place, pop up your head, 
wait for him to fire, dodge the rocket, then 
take out the guy with a well-placed sniper 
shot. Here the ability to destroy the environ- 
ment means the rockets destroy those hiding 
places rather than absorb the blows, forcing 
you to take a slightly more defensive 
approach; you never truly feel safe, which is 
good for this kind of game. 


BREAK STUFF 

Geo-Mods aren't just about showing off techni- 
cal prowess. ‘In a lot of way it adds replay 
value,” Lawrance says, while illustrating two 
different approaches to taking out enemies ina 
tower. Take out the base and topple the tower 
with a satchel charge, or take out your foes out 
from a distance with a sniper rifle. The falling 
and collapsing geometry is all physics-based, 
as opposed to rules-based or pre-scripted. “It’s 
kind of there in a rudimentary form right now, ” 
Lawrance explains while showing off some 
rather impressive falling debris. “But it’s only 
going to get a lot better.” The challenge is to 
integrate this into the gameplay in a way that 
feels natural and not totally contrived. 

While surfaces like ice, dirt and brick are 
perfect for Geo-Mods, not all surfaces can be 
destroyed. “If you try to do a Geo-Mod ona 
metal surface,” Lawrance says while firing into 
a wall, “it leaves a scorch mark.” The game 
also sports an incredible shattering glass 
effect—when you shoot a window, it shatters 


Hey, didn’t | see that in Half-Life? 


into a bunch of little polygonal shards. Each 
has its own physics solution for falling to the 
ground, and they can cause damage if they 
fall on someone. The game's physics system 
influences how and when glass breaks and 
flings the shards in the direction of the 
impact. “We've spent a lot of work trying to 
make our glass as fun, or realistic, as possi- 
ble,” explains Lawrance. 

What is the appeal of breaking glass? 
“Maybe it’s like playing with fire or some- 
thing,” answers Lawrance. “It’s hard to explain, 
it’s just fun.” And he’s right; even in this early 
stage, it’s oddly appealing. 

THE PRICE OF DEBRIS 

These Geo-Mods, in addition to providing a 
lot of interesting gameplay options, do come 
at a price. Each time you destroy something, 
it generates additional viewable polygonal 
objects. If you multiply it out to the extreme, 
say after firing 50 rockets at a building, 
you'd have... a lot of new polygons to dis- 
play, which could choke many video cards 
and processors. 

Volition’s solution is to limit the number of 
rubble-creating weapons and ammo in any 
given area. Because of the additional polygons 
created in a Geo-Mod area, Volition also plans 
to limit Geo-Mod-able areas to simple architec- 
ture. Areas with indestructible surfaces can 
have architecture as complex as that found in 
most other major 3D engines. 

Multiplayer (which the game will support) 
also poses an interesting quandary, because 
it requires that geometry information (basi- 


You can also blow holes in the floor. 


scceesceee In this sequence of shots, you can see 
how GeoMods can work on regular objects. After 
destroying the pool, the metal starts to spill on 
the floor using the game’s physics. 


cally whether or not an area has been 
destroyed or not) be transmitted to all play- 
ers in addition to data pertaining to position 
and whether or not weapons have been fired. 
An easy solution would be to create only non- 
deformable levels, but Lawrance believes that 
Geo-Mod levels can work in multiplayer. 
“Most of the level would be set up to be non- 
destructible—otherwise it would be reduced 
to rubble,” he explains. “But we'll really limit 
the weapons and ammo.” 


THE NEXT BIG THING 

Some members of the press are falling all 
over themselves to anoint Red Faction the 
“next Half-Life.” The praise is a tad prema- 
ture (and unfair), as the game at this point is 
arguably nothing more than an impressive 
technology demo. It should be pointed out, 
however, that the same charge could have 
been leveled at Half-Life for the vast majority 
of its development—until the game was com- 
pleted, developer Valve Software rarely 
showed complete levels to the press or the 
public, instead focusing on canned areas 
that showcased technology. 

Which is exactly what Volition is doing 
with Red Faction. Whether it goes the way of 
Valve's game or turns into another Messiah 
(years of tech showboating with unimpres- 
sive final results) will largely depend on 
whether that next-generation technology can 
translate into compelling next-generation 
gameplay, and that won t be ready to judge 
until the game is released in 2001. w 


PUBLISHER Tua 
RELEASE DATE summer 2001 


« S3WVD AWILNdWOdD 


Oo0o02 439WID30 


oO 
w 


fe 


i RE OOO ily, Bi 


a 


j The Adventure Be 


oar ES i Te eianer att 
Aelita) Allt weal ete ld sie 


es 
$a are 


~Y NY 


onderiand has been cruetly corrupted by the deranged Queen of Hearts. 
The PAad Hatter, Jabberwock and other familiar characters have become her menacing 
minions. Mut~run, outwit, or outfight these twisted characters and confront the sadistic Queen. 
Bnly one of you can survive. Travel through wickedly surreal landscapes wielding an arsenal 
of sinister toys, including rapid~fire playing cards and jack~in~the~box bombs. Designed by 
American PAcGee of Quake® and Quake Il” fame, and using an enhanced Quake Ul: Arena” engine, 
American HAcGees Alice pulls you into a fast~paced, third-person world where horrific 
characters and fiendish puzzles conspire to deprive you of your sanity before they take your life. 
Are you ready for the next chapter of Alice? Visit alicesea.com 
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Your captain and crew become more skilled as 
you add officers and win battles. 


Bethesdar’s 
Sea Dogs 


uo 


waxes nostalgic 


for Pirates! fans 


ets pretend that someone was going to try and make a hit pirate game that 


would explore every aspect of being a swashbuckler. There would be wooden sail- 


ing ships, cannon smoke, cutlasses, the Jolly Roger, swinging on ropes, bad teeth, 


peg legs, parrots, buried treasure, and all kinds of other “aye matey” fun. In 


short, you may have something that looks a lot like Sid Meier’s legendary Pirates! 


Bethesda Softworks Sea Dogs hopes to rake in hoards of frustrated free-looters 


seeking a return to the Spanish Main and a different kind of booty call. 


Seven seas, not good seasons 

The story behind Sea Dogs sets the stage for 
some role-playing in what is mostly an action 
game. You are a young man who has always 
dreamed of the sea and tall ships. Having 
inherited a trading ship, you begin carrying 
cargo. You become embroiled in a war between 
Spain and England and soon your proud ship is 
taken from you at sword point. The Spanish 


force you into slavery to work under miserable 
conditions on an island plantation. After a 
time, you plan and carry out a daring escape. 
You soon end up back in an English colony with 
a small ship and a few loyal followers. Now you 
want revenge and the most legitimate way to 
do this is to gain a Letter of Marque from the 
colonial governor and become a corsair. 
Though Sea Dogs uses historical ship types, 
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A talkative fellow in a local tavern; A full broad- 
side hits home; Squaring off with cutlass~winner 
takes all. 


weapons, and a setting very typical of the 
colonial Americas, the actual names and loca- 
tions of all islands and cities are fictitious. 
There will be a mostly linear story line to pur- 
sue but you do not have to stick to this fiction 
completely. You can roam and wander as you 
will, raiding and plundering to build up your 
ship, officers, captain, and crew. You start with 
a small sloop and a few dozen crewmen. Ship 
types have a certain speed, cargo size, crew 
capacity, number of guns, and number of hit 
points they can take before they visit Davey 
Jones’ Locker. 

You can modify these characteristics to a 
great extent with respect to the quality of your 
ship's officers. For example, you may hire a 
first mate who increases your sailing capability 
and crew's boarding ferocity. You may hire 
these officers in towns and pubs, but you can 
hire generic crewmen just about anywhere. You 
may own and control more than one ship and 
thus increase the success of each raid. Having a 


number of ships and a huge crew is essential to 
be able to take and pillage a port town. Creat 
feats of skill like this cause your captain to gain 
experience points, which cause the captain to 
increase in rank, which, in turn, determines the 
size of the ship he can captain. There are also a 
number of skill points that come with each rank 
that can be used to augment improvements by 
the ship's officers. 


Prepare for English/Spanish 
colonialism 

Sea Dogs is played from either a first or third 
person viewpoint. When in a town your point 
of view is slightly above and behind your char- 
acter as you stride around in your fetching 
pirate pantaloons. You can enter some 
dwellings and interact with all characters you 
see. Conversation is carried on in the usual 
multiple-choice dialog format, which gives you 
a number of options from which to choose 
when communicating. There will be about 20 
islands with a total of 15 towns. Towns have a 
distinctive look and feel depending upon the 
nationality and size. Towns often have a store, 
tavern, shipyard, and a government building. 
In the store you can buy and sell goods as well 
as stock up on cannon balls and other ammu- 
nition. The tavern is a great place for gossip 
and a place to recruit old, salty free-looters to 
be your ship’s officers. You will use the ship- 
yard to repair damage received in battle and 
to trade up your small ship for a dangerous 
Ship 0’ the Line. The government building 
houses the colonial governor who is often 
steeped in intrigue and trying to better his 
position in any way possible. It is here where 
you will get key information and quests that 
impact the story line. 

The game’s graphics thus far are quite good. 
When you’re on a ship, the sea rolls beneath 
you causing the ship to pitch. You can see 
waves and the size of them can vary greatly 
with bigger waves occurring in the fall and 
winter months. There are full weather effects 
including fog, rain, and lightning. When in 
combat, you will see the results of your cannon 
work in the form of holed ships and shredded 
canvas. The ships have excellent detail that 
includes sails that are raised and lowered, 
details down to individual planks, cabins, fig- 
ureheads, rope ladders and just about anything 
else you might expect to find on a 17° century 
sailing ship. Lighting also changes, as well as 
cloud cover. You can truly see some amazing 
sunsets with lots of beautiful color. When you 
pull into a port, sea birds will circle your ship 
and announce your arrival. 

The towns continue this high standard with 
each building having different textures 
depending on the structure. Street lamps flicker 
at night and attract a myriad of insect life. 
People walk the streets and guards fidget while 
they stand alertly. Background sounds range 
from crowd noise in the streets to the wind fill- 
ing your sails. As your ship wheels and rocks, 
the rigging and masts creek, and the waves 
pound against the bow. Combat is punctuated 
by cannon shots, explosions and even tearing 
sounds when sails are hit. 


Travel over long distances is tracked with a map view; A pause in combat to enjoy the scenery. 


A-sailed by real-time combat 

While you're at sea, your view is first-person from 
the deck of your ship. You can move around the 
deck to get a view from all sides. You can also 
zoom in on other ships, which will give a close up 
and valuable data about ship type, number of 
guns, number of men and current condition. In 
combat, you must try to maneuver your ship to 
bring your broadside guns to bear while simulta- 
neously trying to avoid the guns of your enemy. 
At the same time, you must pay attention to wind 
direction and strength. When you turn your ship 
sufficiently to bring guns to bear, a sight will 
appear that allows you to target certain parts of 
the enemy ship. You can shoot at any part of a 
ship: the hull, the decks or the sails. Each cannon 
shot follows a trajectory and hits a specific part of 
the enemy ship. For example, if you aim chain 
shot high at the rigging, you will see each indi- 
vidual shot streak towards the sails. Hits are 
rewarded with a satisfying tearing sound and a 
hole where the shot hit. The ship damage model 
responds by having the ship respond in propor- 
tion to the severity of the hit. The capability to 
have critical hits is planned and these would do 
such things as blow up the powder magazine. 


justice is done to the hated Spaniards. 


If you sufficiently damage the sailing capa- 
bility of an enemy ship, you can move in and 
try to grapple it. If this is done successfully, you 
can send in boarders and try and make a cap- 
ture. Captures are better than sinking as you 
are able to recover any gold being carried and 
all of the cargo. If you sink a ship, all treasure 
and a portion of the cargo goes down with it. 
Boarding combat is stylized with a one on one 
sword fight between captains. The number of 
crewmen and the boarding combat rating due 
to the ship’s officers determines the strength of 
each captain's blow; each sword blow will kill a 
number of crewmen based on this strength. 
Who ever loses all their crew first is the loser 
and the winner can take all cargo, treasure, and 
even the losing ship in some cases. 

Sea Dogs is being developed by Akella, a 
company based in Moscow. Bethesda is helping 
with the translation and some of the cultural 
changes necessary for the American market. 
There is talk of a Sea Dogs online version but 
right now the team is concentrating on the sin- 
gle player game. Prepare to join a secret broth- 
erhood and watch for Sea Dogs in your favorite 
software store this winter. m 
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aitaminit...the computer games industry is dead. Wasn’t it just 
dead, or dying, four years ago? Once again industry pundits are 


saying that PC games are done for, having suffered a mortal wound 


at the hands of next-generation console systems. Now, I’m no pun- 


dit—they didn’t even offer a major in pundit at my university—but | can tell you 


that PC games are alive and well, and will be for some time. Of course, that’s 


what every other editor at every other PC games magazine and website has been 


saying lately, because they want the illusion of job security as much as anyone. 


The recent hubbub about the imminent demise 
of PC games is mostly due to new developers 
flocking to the latest console systems. The 
apparent power of systems like the Playstation 
2 and Xbox, combined with a nice fixed hard- 
ware platform, seems just too good to pass up. 
All kinds of old-school PC developers are mak- 
ing console games now; if not exclusively for 
consoles, then for both consoles and PCs simul- 
taneously. | can only assure you that the luster 
of consoles will fade in two or three years, when 
even year-old PCs are far more powerful. 

Still, the economics of consoles makes them 
very attractive. There are 70 million Playstations 
out there, each and every one bought solely for 
the purpose of playing games. If a console has 
an installed base of about 20 million systems, 
even a moderately successful game can sell 
several hundred thousand units. Of course there 
are the million-plus sellers on both consoles 
and PCs, but those are the exceptions to the 
rule. Sure, you pay a royalty to the console 
manufacturer for every game you sell, but 
that’s actually a good thing—that money is 
used to subsidize the cost of the hardware, 
which puts more systems in more homes and 
gives publishers a larger target audience. 

According to the Interactive Digital Software 
Association’s 1999 report, the computer and 
video games industry grew from $3.2 billion in 
software sales in 1995 to $5.5 billion in 1999. For 


those that think consoles are soon going to 
overtake PCs, I’ve got news for you—it hap- 
pened long ago. Of that $5.5 billion in software 
sales, console games accounted for $3.7 billion, 
while PC game sales made up the other $1.8 bil- 
lion. In the first three quarters of last year, PC 
game sales only grew 22% while console game 
sales grew 31%. If you were a game developer, 
which pie would you want a piece of? Clearly, 
consoles are and will continue to be the place 
where the public spends most of their game- 
buying dollar. 

These stats are for 1999, a year when PC 
developer's weren't “jumping ship” for con- 
soles. Will the gap grow wider in 2000 or 
2001? Possibly, but there is good reason to 
think it might actually narrow. In 1999, the 
huge market for the PlayStation, Nintendo 
64, and Game Boy ( “gotta catch ‘em all!”) 
equaled an installed base of hundreds of 
millions of consoles. But new consoles are 
emerging, and gamers have a tendency to 
send the old one to the attic and buy games 
exclusively for their fresh new machine. With 
the PlayStation 2, Nintendo Gamecube, Xbox 
and Game Boy Advance all shipping in the US 
within about a year of each other, the com- 
bined installed base of these systems will be 
comparatively small. It will take a few years 
to get enough next-gen boxes in enough 
homes to give publishers a market as large as 
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by Jason Cross 


they enjoyed in 1999. 

Still, it looks pretty grim for the PC, doesn’t 
it? Console games account for the vast majority 
of gaming dollars spent, and both publishers 
and developers want to be where the money is. 
What’s more, the new consoles are going to be 
capable of online gaming (Sega’s Dreamcast 
already is), which has been one of the best rea- 
sons to play games on a PC in recent years. If 
that’s not the knockout punch, then perhaps 
it’s the idea that as the industry grows at such a 
rapid pace, console games are taking up the 
majority of that growth. “But Jason,” you say, 
“aren't you supposed to be telling us how PC 
games are not going to die? No wonder you 
didn’t get your pundit degree.” 

Oh yeah, | was getting to that. Basically, 
PC games are going to stick around because 
PCs are. Our saving grace is that PCs are so 
useful for non-gaming tasks that they’re 
becoming a necessary part of life. People 
want to download and play MP3s, create 
their own, edit home movies, write term 
papers, and surf the web on a PC. They want 
to print things out and scan things in. They 
want to take digital photos and send them to 
grandma. This is why PCs are becoming more 
and more ubiquitous. If there are hundreds 
of millions of PCs in the world that are capa- 
ble of playing games, then that’s a mighty 
powerful target market—even if a majority of 
them are hardly ever used for games. 

What | fear more than the death of PC gam- 
ing is the growing staleness of it. Increasingly, 
really “hot” and impressive games will require 
bigger budgets, and these games may be made 
for consoles first and foremost, simply because 
that market can better sustain such financial 
risks. As much as | absolutely love RollerCoaster 
Tycoon, | worry that in the future all PC games 
will be similarly low-budget experiences, or 
ports of games that appeared on a console six 
months earlier. My hope is that the extreme 
power of “the PC of 2002” will keep enough 
publishers and developers interested in taking 
risks on the PC. At least, until the next wave of 
new consoles is released. 


Q: |am considering buying a 15-inch flat 
screen monitor instead of another 17-inch 
tube monitor. How do the flat screen moni- 
tors compare to the conventional tube moni- 
tors for gaming purposes? 

Dan F. 


A: The better flat-panel screens today doa 
great job with games. The trick is to find a 
good one, and to get a video card that works 
with it. If you get a monitor that only accepts a 
digital DVI connection, you have to get a video 
card with a DVI output. If don’t have a video 
card like that, you need a flat-panel monitor 
that accepts a regular CRT analog monitor 
hookup and does the analog to digital conver- 
sion itself. Some combinations of flat-panel 
monitors and video cards don’t scale the image 
well, which can result in hard to read text at 
anything but the monitor's native resolution. 
Shop around, and look for reviews in general PC 
publications to determine what monitors are 
best. But don’t worry about games—those 
should work just fine. 


Q: i just put together a new system with the 
P7 800 MHz AMD Athion processor and | went 
back to see your review of that processor in 
the May issue. | was disappointed to see that 
you failed to go over the advances of the 
new 64-bit P7 processor. How do you think 
the gaming industry will switch over to 64- 
bit code to take advantage of the next gen- 
eration of processors? Will game developers 
have to wait for a mainstream 64-bit OS? P.S. 
Deus Ex Machina is roughly greek/latin for “A 
violent and dramatic ending, like the ending 
to a play” 

Cronos 


A: | think you might be a little bit confused— 
Athlon processors are sometimes referred to as 
the "K7,” not the “P7.” The reason our May fea- 
ture about the processor didn't talk about its 
advanced 64-bit architecture is because it 
doesn't have advanced 64-bit architecture. 
AMD's 64-bit chip is code-named 
“Sledgehammer” or “The Hammer” and isn't 
due to be released until next year. Intel’s 64-bit 
chip is named the “Itanium” and should also be 
released next year. The difference is, Itanium is 
an entirely different architecture, and won't 
run x86 code. It requires a full 64-bit operating 
system and custom-compiled 64-bit applica- 


| 


tions. AMD’s Sledgehammer takes a different 
approach. They re choosing to simply extend 
the 32-bit x86 instruction set to 64 bits, much 
like was done when the 386 debuted and 
extended the x86 instruction set from 16 to 32 
bits. Their chip will run both 32 and 64-bit x86 
code, so it will operate just fine with a 32-bit OS 
and 32-bit applications. To really make the 
most out of any 64-bit chip, you really need to 
run as much 64-bit code as possible, including 
both applications and the operating system. 

Will game developers switch over? Probably 
not at first—there has to be a certain amount of 
64-bit processors out there in people’s homes 
before it becomes economically justifiable to 
make 64-bit games. There will likely be some 
games next year and the year after that offer 
special 64-bit versions of the executable and 
appropriate .dll files as downloads, so those 
with the chips can make use of them. 

By the way, Deus Ex Machina is Latin for 
“god from the machine.” Deus = god, ex = from, 
machina = machine. It was a term originally 
coined to represent a very common part of 
Greek and Roman drama, where an actor play- 
ing a god would be lowered onto the stage with 
a big mechanical crane. This was often how 
some tangled plot device was conveniently 
resolved in a dramatic (and usually improba- 
ble) way, which is probably why you heard the 
phrase “Deus Ex Machina” used to describe the 
ending of a play. 


Q: | want to buy a modem that goes about 
56k and I’m wondering what's good one to 
buy. The max ! would spend is about $500, 
but I'm looking in the $100 range, | play 
online games like Diablo il, Half-Life, Team 
Fortress Classic and Subspace, but have no 
servers or anything that would require a lot 
of internet speed. | just don’t want too much 
lag and such. 

Spencer K. 


A: You'd be hard pressed to spend $500 ona 
56k modem. Cheaper 56k modems cost in the 
$50-60 range, while more expensive brands, 
like US Robotics, typically cost around $100. | 
recommend buying a good name brand, but 
you really shouldn't have to spend a whole lot 
of money. Whether you get an internal or 
external modem is up to you, but | suggest 
avoiding what they call a “Winmodem” or 
“HSP modem.” These are two terms for the 
same thing—a modem that is basically little 
more than a connection for your phone jack, 
in which your processor does all the signal- 
processing work. 

How much lag you have depends as much on 
your ISP and the game server you're connecting 
to as anything else. A 56k modem can give you 
ping times (that’s your lag) of about 150-180 
milliseconds at best. That’s pretty good, but to 
really play action games like Half-Life or Team 
Fortress Classic at their best, you'd want a 
broadband Internet connection like a cable 
modem or DSL. These not only provide ten 
times or more bandwidth than a 56k modem 
(that’s how fast they can transfer data), but 
you'll frequently get ping times of 4Oms or so. 
At that speed, playing on the Internet can be 
just like playing on a local network. 


Creative Labs to buy Aureal — Creative 
Technology will buy the assets of Aureal for 
around $28 million in cash and shares of 
Creative stock. The purchase of Aureal was 
approved by the U.S. Bankruptcy Court for the 
Northern District of California, Oakland Division 
on September 21. Creative will purchase 
Aureal’s technology, patents, copyrights and 
products. The company will also give two new 
shares of Creative stock for every 100 out- 
standing shares of Aureal stock, or 208,079 
shares of Creative stock. This sale will settleme 
all outstanding litigation claims between 
Aureal and Creative. It has not yet been deter- 
mined whether or not Creative will continue to 
provide support for Aureal products in the 
form of new drivers. 


3dfx Join OpenGL ARB — 3dfx has been 
appointed to the OpenGL Architecture Review 
Board. The ARB exists to determine the direc- 
tion of the OpenGL standard and drive the 
future of 3D graphics through OpenGL. Other 
companies with representatives on the board 
include 3D Labs, ATI, Compaq, Evans & 
Sutherland, Hewlett-Packard, IBM, Intel, 
NVIDIA, Microsoft, SGI and Sun Microsystems. 


MadOnion.com Releases XL-R8R — 
MadOnion.com, the company behind 3DMark 
and other PC benchmarking tools, has released 
XL-R8R, a software tool that helps users 
upgrade their PC systems. XL-R8R is a PC 
Hardware Upgrade Recommendations Service; 
Using the software, PC users can have 
MadOnion’s online service run a series of test 
and recommends the best possible upgrade 
options. 


NVIDIA's MCP = NVIDIA recently unveiled a 
new chip, called the MCP, which is designed 
to incorporate advanced 3D audio and net- 
working functions into a single chip. It will be 
initially produced in a special version dubbed 
the MCPX for Microsoft's Xbox, where it will 
provide 3D audio capabilities, Dobly 5.1 
encoding, 10/100 ethernet interface, 56k 
modem interface, hard disk interface, 
FireWire support, and USB support. Though 
the Xbox version will be designed first, a ver- 
sion with an additional feature or two is 
expected to be produced for PCs, to be inte- 
grated onto the motherboard. The PC version 
of the chip could be on the market in the first 
half of next year, well before the Xbox goes 
on sale. Word has it that NVIDIA has their eye 
on more than just a motherboard “south 
bridge” replacement, and is also preparing a 
north bridge logic chip that incorporates the 
GeForce video chip logic. 


Supreme Court Denies Microsoft 

Case ™ The US Supreme Court recently 
decided to have a lower court hear 
Microsoft's appeal in the ongoing antitrust 
case. This is expected to delay the rulings 
significantly, and Microsoft stock rose 
steeply after the announcement. The delay 
also leaves the possibility of a change in the 
White House, where it’s believed that a 
Republican administration could play a part 
in approving Microsoft's appeal. 
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ee a a a a om bamcem blam bmmlocr mtn, | lution of 1600x1200. Our Quake III Arena 

We can rebuild itstronger, faster—we nave the technology ' benchmark ran at a blazing 53 frames per sec- 
| ond at that resolution, where a normal 32 MB 

hough many were looking forward to the release of NVIDIA’s next-gener- | Geforce2 only manages 37. Perhaps in a card 

| that delivers such good frame rates at 

ation of graphics processor this fall—code-named NV20 and optimized | 1600x1200 an additional 32MB of memory 

makes sense. Without a 32MB GeForce2 Ultra to 

for DirectX 8—it looks like we’re going to have to wait a little longer. In | test, it’s hard to be certain. 

The card we tested came directly from NVIDIA 

the meantime, NVIDIA’s offering up the GeForce2 Ultra, the turbocharged and therefore isn’t a retail product with a sug- 

gested retail price. Identical cards from compa- 

nies like Creative Labs and Hercules have been 

announced, though, at estimated prices of 


result of faster RAM and refined chip design. 


Though many were looking forward to the ' effectively 46OMHz. This yields 7.36 gigabytes around $500. From a functionality standpoint, 
release of NVIDIA’s next-generation of graphics per second of memory bandwidth instead of this is identical to a GeForce2—it uses the same 
processor this fall—code-named NV20 and 5.3 GB/s, which is a 38% increase. Those who drivers, has the same features, and exactly the 
optimized for DirectX 8—it looks like we’ re have experimented with overclocking their same stability and reliability. It’s just faster. On 
going to have to wait a little longer. In the GeForce2 cards know that it’s usually starved | the average, the card was usually only 5-15% 
meantime, NVIDIA's offering up the GeForce2 | for memory bandwidth. In most games, faster at lower resolutions and 20-50% faster at 
Ultra, the turbocharged result of faster RAM | increasing the chips clock speed does very little high resolutions. Let’s face it, if you’re going to 
and refined chip design. There’s really nothing while increasing the memory speed results in plunk down $500 on a video card, you had better 
new about the Ultra, it’s just a faster version of faster frame rates. While it’s certainly a good only be concerned about high resolutions. Even 
the existing GeForce2, but that’s not necessarily | thing that the Ultra has a core chip clocked 25% | so, you have to question the worth of paying 

a bad thing. faster than the original, the nearly 40% increase | $500 fora video card that’s a 20-50% faster ver- 


The key behind the GeForce2 Ultra is faster in memory bandwidth is a far bigger deal. | sion of something you can get for $200 less when 
clock speeds, both for the main graphics chip | — All GeForce2 Ultra cards are 64MB cards, | we all know there’s always something better just 
and the memory. The chip has been sped up | which certainly accounts for their very high | six months away. For those concerned with bang 


from the GeForce2’s 200MHz to 250MHz. This projected price. Such high-speed DDR RAM is for the buck, it’s just way too expensive, but if 
means the peak performance rate of 25 million | very expensive to begin with, and 64 MB of it ! you want the fastest speed at all costs, the 
triangles per second for the GeForce2’s TEL only costs twice as much as 32. Are 64 MB | GeForce2 Ultra is going to be hard to beat. m 
engine is now capable of just over 30 million. video cards really necessary ! 

The speed-up also provides quite a boost in though? It’s a very rare 


The DDR memory standard on every GeForce2 even more expensive. But 
runs at 166MHz, which is effectively like 333MHz the GeForce2 Ultra is the 
RAM since it's double data rate memory. The first card that consistently 
new Ultra cards use 230MHz DDR memory, ' delivers very smooth and 
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fill rate. Now the chip can crank out exactly game that actually runs | ES 
one billion dual-textured pixels per second, any faster on acard with | We ran benchmarks on an 800Mhz Athlon with 128MB running Windows ME. The Baseline 
which puts its peak fill rate well above any 64 megabytes than on one | Se hot fe carves brseontermet sient information about CG 
other current video card. All the fill rate in the with 32, and even then it’s | , nth 
world doesn’t mean much if you don’t have only at the very highest 
the memory bandwidth to read texture data resolutions. It would seem | 
and write pixels to the frame buffer fast | that making 64MBstan- | wks 
enough, and fortunately the Ultra makesan —'|_ dard on GeForce?2 Ultra 
even greater improvement over the original cards only serves to make | 
GeForce2 in this area. a very expensive card  paseline (Gener 
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Virtual race buffs have desk-mounted steer- 

ing wheels and foot pedals. Arcade power- 
players have joysticks a-plenty, and physically 
inclined gamers can even get a dance pad to go 
with their favorite toe-tapping tune-based title; 
but armchair generals and would-be kings? Our 
tools of the trade are a keyboard and mouse—as 
vanilla as you can possibly get—and we haven't 
felt the lack of additional hardware—until now. 

Leave it to Microsoft, the folks who could 
sell digital snow to wired Eskimos, to prove 
once and for all that strategy game players 
have been woefully neglected. Then, like the 
nice guys and gals that they are, they help- 
fully offer to solve the problem. That solution 
is the Sidewinder Strategic Commander, a 
sort of lumpish left-handed controller that 
offers easy access to any strategy game’s 
most common commands. 

Imagine, if you will, a game of Age of 
Empires || (being a Microsoft title, this game 
has three default profiles in the Strategic 
Commander pull-down list, one for each style 
of play). In your battle for supremacy, you 
have a group of buildings you need to create. 
Under your fingers on this sleek black ham- 
burger-looking controller are six buttons, each 
of which can be assigned to a different build- 
ing. Just push one, click the mouse, and bingo! 
Need to issue a lot of troop and formation 
commands as well? Three thumb buttons allow 
you to set up additional command sets for the 
six buttons on top, giving you a total of 24 
common hotkeys at your fingertips. Finally, a 
three-position thumb switch allows you to store 
three completely different profiles, whether for 
different games or different aspects of the 
same game (continuing the Age // example, 


- light sim fans have their sticks and throttles. 


Desktop “cool factor?” Yes indeed. 


Sidewinder Strategic 
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The sleek black han 
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’ SideWinder Strategic Commander 


Prot amiabhe tutto 


Buttons can be recorded “on the fly” or pro- 
grammed in advance. 


one could be set for Dark Ages and another for 
Imperial Age, or one for early economic 
buildup and another for military conquest). 

But any old keyboard can provide hotkeys at 
a touch—a new input device would have to offer 
a lot more to compete for your attention and 
money. In the Strategic Commander's case, this 
“hook” is the map controls. The top portion of 
the unit can be rotated and slid on its base, | 
allowing smooth scrolling of a game map, as 
well as rotation if the game offers such an 
option. For titles which support height or dis- 
tance levels, a handy pair of zoom buttons rest 
right next to your index finger. All in all, it’s 
just what the tactician ordered. 

The Strategic Commander is a snap to install 
and use. Its Microsoft origins give it extreme 
compatibility with Windows-based systems, 
and on all three computers we tried, it practi- 
cally set itself up. The profile selection and cus- 
tomization software is equally simple, with a 
minimum of menus and extensive online help. 
For those who prefer programming their buttons 
during play instead of trying to figure out what 


| 
| 
| 
| 
| 
| 
| 
! 


er of tactical glory 


Commander 


Three separate profiles can be stored at once. 


they'll want in advance, a handy Record switch 
on the device's side gives you that ability “on 
the fly,” and no matter who the publisher might 
be, if a game offers keyboard hotkeys, the 
Commander will work with it. 

Of course, universal appeal is a rare thing in 
PC hardware, and the Strategic Commander 
does have a minor dark side. For those players 
with tiny hands, which is to generally say 
women just over five feet tall (of which our edi- 
torial staff has two) and the younger crowd, the 
spacing on the buttons may seem a bit uncom- 
fortable. The thumb buttons are a particular 
stretch—often, you'll have to fumble for the 
right one, at least until you've used the con- 
troller for an extended and very frantic period 
of time. Also, we are unaware of the existence of 
any right-hand version of the Strategic 
Commander, which may render it fairly useless 
for dedicated left-handed mousers. 

Most players will have little trouble reaching 
the buttons though, and the benefits of this 
controller in a heated multiplayer battle can’t 
be overstated. While the enemy is digging 
through submenus in order to find the right unit 
or building to queue, you'll be dropping it onto 
the map with a single, casual click. While he’s 
pecking around a two-hand keyboard with one 
free hand, you'll have all your important com- 
mands instantly available. 

With equal application to both real-time and 
turn-based strategy titles, a good range of 
available profiles and the ability to program or 
download new ones, the sort of intuitive cus- 
tomization software and plug-and-play setup 
that even a stereotypical grandmother could 
use, and—let’s be honest here—a definite desk- 
top “cool” factor, the Strategic Commander is 
$60 well spent for both casual and hardcore 
strategy players. —Cindy Vanous 
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Prepare yourself for Rune, a brutal new third person action/adventure game steeped in the infamy of Norse 

mythology and Viking lore, built on the Unreal Tournament engine, and coming soon from Human Head Studios. 

* WHIRLWIND THIRD PERSON MELEE ACTION +* OVER 25 LEVELS AND OVER 15 DIFFERENT WEAPONS « UNIQUE MULTI- 

PLAYER ENVIRONMENTS INCLUDING DEATHMATCH, CAPTURE THE FLAG, AND UNIQUE NEW MELEE-BAS ae LEVEtS... .; iinet: 
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adic igs, Inc. All rights reserved. All other trademarks and trade names are properties of their ecnactiis owners. © 2006 Gathering of Developers, Inc. All Rights Reserved. 


Microsoft sends a clear 
message to gamers 


ideWinder Game Voice 


ome people think that voice communica- 

tions in games is the wave of the future. 

Microsoft may not be banking on ubiqui- 
tous voice communication in multiplayer 
games, but they've certainly delivered a prod- 
uct that’s prepared for it. Though there have 
been some free and commercial voice commu- 
nication packages available for some time now, 
the SideWinder Game Voice is the first complete 
product that gets almost everything just right. 

The software is quite easy to use and set up, 

though the automatic installation of MSN 
Messenger is a bit annoying. Still, Messenger 
now allows you to make free voice-over-IP 
phone calls to anywhere in the country, so even 
those who don’t want to use it to maintain a 
contact list could find it very useful. It’s very 
easy to start or join a voice session and assign 
players to different channels, and the first five 
people to join your voice session are automati- 
cally placed on channels one through five. 
There’s a Team channel that’s useful for keeping 
the opposition in the dark, too. It’s all reason- 
ably foolproof; if the host loses its connection, 
the software automatically chooses someone 
else to be the host so the rest of the people in 


The puck-like control module is what makes the 
Game Voice a cut above the rest. 


The stylish headset is of fairly high quality, and is 
There's a simple volume control dial and quite comfortable. 
switch on the left side that allows you alter- 
nate between playing sounds through your 
PC speakers or the headset. This alone is 


almost worth the price of admission, since 


supposed to do quite well. There are some small 
compatibility issues that need to be worked out, 


the chat session can keep talking. 
As with every other voice communications 
software, there are a few kinks left to wok out. 


Those with firewalls or proxy servers will have to 
open some ports to make the software work (the 


same ones required to get all DirectPlay soft- 
ware to work). Game compatibility is generally 
really good, though there are a handful of 


BS 


the biggest hassle with voice communication 


software is plugging in and unplugging your 


headset every time you want to use it. It’s a 
heck of a lot easier to leave it all connected 
and just flip the switch. The control unit has 
a large mute button in the center, five chan- 
nel buttons along the top, and “Team” and 
“All” buttons at the bottom. On the right is 


which is true of just about any voice communi- 
cations package, and with any luck the immi- 

nent release of DirectX 8 will fix any remaining 
problems. Though voice communications is the 
big draw, the Game Voice is also a handy voice 
command product. If you've been on the fence 
about voice communications so far, this is the 

product that should pull you off. —/ason Cross 


games that don’t work quite right just yet. 
Those who have Windows Me won’t have many 
problems, while those with Windows 98 will 
have to grab a patch from www.gamevoice.com ! 
to get voice to work with those problem games. | — What’s so nice about this little wonder is that 
DirectX 8 is said to fix everything for everybody, | it gives you control over your voice software 
and Windows 2000 users will have to wait for =! without having to leave a game. Hold down a 
its release to fix those few compatibility issues. channel button until it flashes, and the software 
The software also lets users issue voice ' tells you who is on that channel. Select the a few 
commands to games, similar to products like | channels and hold down the Team button to 
Game Commander. The programming process : dynamically adjust who is on your team—per- 
is streamlined and voice recognition works fect for when your team changes from round to 
well, but there can sometimes be an annoy- round in a game of Counter-Strike. 
ing delay between when the command is The headset is quite stylish and very comfort- 
spoken and when the software executes the able, even after prolonged use. The headphones 
appropriate action. The Game Voice website are good enough for gaming, but they’re not 
has instructions on how to put the software in | something you’d want to use for music listen- 
“high priority mode,” which reduces or total- | ing. The microphone is likewise great for its 
ly eliminates this problem. intended application, and even slides back and 
The best part of the Game Voice isn’t the forth to make it easy to position on the side of 
software, but the hardware—it’s what sepa- your mouth (so everyone doesn’t have to listen 
rates Microsoft's offering from all other voice ; to your breathing). 
communications software. A small puck- The SideWinder Game Voice is almost the 
shaped control unit plugs into a USB port perfect voice communications solution. It’s a 
and your sound card, with your speakers and ! great marriage of smartly designed hardware 
the supplied headset in turn plugging into it. | and easy to use software, and it does what it’s 


a large button you can tap to put the soft- 
ware into “command” mode so you can stop 
talking to your friends and start issuing 
voice commands. 
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YOUW’RE A RETIRED SPECIAL FORCES AGENT SINGLE-HANDEDLY TAKING ON AN ARMY OF TERRORISTS. 
THE AWARD-WINNING CONSOLE GAME COMES TO LIFE ON THE PC WITH IMPROVED GRAPHICS 
AND OPTIONAL FIRST-PERSON PLAY MODE. PLUS, IT NOW INCLUDES OVER 3OO0 VIRTUAL REALITY 
‘TRAINING MISSIONS TO HONE YOUR SKILLS AS SNAKE, OR EVEN PLAY AS THE NINJA. 


INCLUDES VR MISSIONS 


Animated Violence www.mgspc.com 


Animated Blood and Gore 


Mature Sexual Themes Metal Gear Solid® and Konami® are registered trademarks of Konami Co., Ltd. Metal Gear Solid VR Missions is a trademark of Konami Co., Ltd. 
© 2000 Microsoft Corporation. All rights reserved. Microsoft is a registered trademark of Microsoft Corporation. 
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| hardened veterans and alternate 
modes of attack, Direct your 
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SideWinder 


Microsoft would like 
_ to shake your hand 


- Force Feedback 2 


he original Force Feedback stick from 

Microsoft is considered one of the better of 

its type joysticks around, but it’s getting a 
little long in the tooth. The Force Feedback 2 
updates the design a bit and makes a few sig- 
nificant changes, but it’s more of an update of 
the old stick than “the next big thing.” 

The Force Feedback 2 varies most from the 
original stick in its physical design. It’s now a 
bit smaller, looking roughly like a thick 
Precision Pro, though it’s certainly not as svelte 
as Logitech’s Force 3D. Gone is the thumb-acti- 
vated shift button (did anyone even use it?), 
and the radial-dial throttle wheel has been 
replaced by an upright lever-like control. The 
throttle is disconcerting at first, as it appears 
that it would be accidentally bumped during 
play, but that hasn’t yet happened in many 
hours of testing. It could be a little stiffer, but 
overall the new throttle works surprisingly well. 
The four fingertip buttons on the base are the 
same as before, and that’s a good thing. 

The handle now has a different button lay- 
out, with a larger silver trigger and eight-way 
POV hat. Button 2 is now a wide button at the 


bottom of the thumb area with buttons 3 and 4 
above it and off to either side. This new layout 
is neither better nor worse than the previous 
one, just different, though the larger POV hat is 
a nice change. Unfortunately, the handle feels 
cheaper than on previous SideWinder products, 
and though we’ve encountered no problems, it 
just doesn't feel as durable. 

Setup is simple and painless—just install 
the software and hook up the stick when 
prompted. The power supply is now inside 
the stick, so while there are still two cords 
coming out of it (one for the USB connection 
and one for power), you'll no longer have to 
deal with a big power brick which blocks 
three sockets on your surge protector. As with 
all recent SideWinder products, program- 
ming the stick is simple and intuitive with the 
included profiling software. 

The SideWinder Force Feedback 2 is a really 
good stick if you like force feedback, but it’s 
certainly not going to change your mind if you 
don't. It’s a bit pricey, but it’s a good example 
of the usual high quality associated with 
Microsoft's peripherals. —/ason Cross 


Four speakers in the space of one 


BA/900 


he BA7500 speakers from Boston Acoustics 

attempt to deliver the ultimate package to 

PC game enthusiasts: a four-speaker plus 
subwoofer set that pumps out serious sound 
from incredibly thin and flat satellites. Speaker 
setup is pretty straightforward—it’s recom- 
mended that you use a sound card with both 


Skinny speakers, fat sound. 


| 
| 
| 
| 
| 
| 
| 
| 


front and rear outputs and a SPDIF digital out- 
put as well for best results, but honestly, 
you're not going to buy a $300 4.1 system if 
you're using that cheesy built-onto-the-moth- 
erboard audio, right? Controls for main vol- 
ume, rear speaker volume and balance, and 
subwoofer volume are on one of the detach- 


To record a game action: 
1. Select the button. 


2. Type a descriptive name for 
the action in the Name 
POV/Hat 
3. Click in the Game Action 
column, and then record a 
keystroke or macto. 


Programming and creating game profiles is sim- 
ple and intuitive. 


| It's smaller than the original FF SideWinder, but 
| still pretty hefty. 


Microsoft 


$99.99 


KKKKK 


able speaker stands, which lets you situate 
them on either the right or left speaker. 
Regular small desk stands are included for the 
rear speakers in case you've got a table or 
shelf to put them on. Taller tripod-style stands 
are included as well if you’ve got to put them 
on the floor, and with the seriously thin and 
light satellite design, you can just as easily 
hang them on the wall (the speaker’s plastic 
casing is even molded to do so). It would be 
nice if there was a headphones jack on the 
control base, but that appears to be a feature 
overlooked in almost all high-end PC speakers. 
Though these speakers definitely sound 
good, you're paying for aesthetics as much 
as sound quality here. They’re plenty loud, 
but there’s some slight hissing at high vol- 
umes that’s most noticeable during quiet 
sections of a song or movie. The subwoofer is 
a little bit on the weak side for this price, too. 
It's surprisingly clear for its size, but really 
low frequencies don’t have much oomph. 
These are certainly good-sounding speakers, 
but they don’t sound as good as bulkier 
speaker sets in the same price range. Of 
course, if your space is at a premium or you 
just want to impress people, the super-thin 
profile might be worth the price. 
—Jason Cross 
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Earn 80 Talents [Psionic weapons] Large-scale multiplay Deathmatch Over 20 story-driven single-player levels 
such as Eye of Ra, Fireball and Mummy's _and Insanity modes with surprising twists and turns 


Revenge to destroy your opponent 


In the near future, Psionics are among us. 
Their evil thoughts disrupt and eventually 
corrupt even the strongest of minds. One 
man, Agent Nathaniel Cain, risks his own 
sanity to save ours. But, Cain is about to 


learn the ultimate lesson...that evil's relative. Download the demo 


www.foxinteractive.com 
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recognized the name 


With hosts of fans singing the 
game's praises before they had 
even played it, developer 
BioWare faced an incredible 
challenge in making a game that 
would live up to its fans’ 
exceedingly high expectations. 
Baldur's Gate |/ does not only 
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VRE Role-playing 


PUBLISH 
REQUIR 


233, 32 MB RAM 


“MULTIPLAYER 2-6 players; 


Internet, LAN 


er = 


Real villians keep helpless souls trapped in liquid-filled tanks. 


Baldur's Gate II 


You asked for more, and now you have it: BioWare delivers a worthy sequel 
UNTIL FAIRLY RECENTLY, FEW PEOPLE WOULD HAVE 


“Black Isle Studios.” 


Interplay's role-playing game label has garnered a 
lot of fans in just a few short years, however, and 
these days anyone with even the slightest interest in 
role-playing games is probably familiar with their 
product lineup. Their games (such as Fallout, 
Baldur's Gate and Planescape Torment) have 
snagged our “Role-playing Game of the Year” 
award every year for the past three years. Ba/dur’s 
Gate took “Game of the Year” as well, leaving the 


sequel with some pretty big shoes to fill. 


meet those expectations—it sur- 
passes them. 


The Perfect Sequel? 

It's tough to imagine what more 
you could ask for in a sequel: 
BioWare took the original Ba/dur’s 
Gate and expanded and 
improved almost every aspect of 
the game. Listing every individual 
improvement would be a waste of 
time, because the list would be 
too long. The game itself is 
immense, comparable to 
Daggerfall in shear volume of 
gameplay. Even with a party of 
fighters crafted solely for the pur- 
pose of blazing straight to the 
end, you could still expect a 
good 50 hours of gameplay. 


Huge game with a manual to match, 
good story with plenty of things to 
do and find 


Monsters often use spells that 
force you to reload, pathfinding 
sometimes poor 


Major Dome- Greetings, your grace. Is there something that | can do for you? 


t+ fe there nobody here td see met 


2:- | would like 10 access whatever has been collected thraugh the taxes. 


3:- | need coins, guickly.2 would dike to raise 


&:- How are ifings going arviad here? 
§:- Mg, nothing 8 | he musient 


A fighter returns to his keep to do taxes. 


Shadows of Amn 


Expect to spend no less than 100 
hours of casual play (with side 
quests), and upwards of 200 
hours if you truly want to experi- 
ence everything. Better yet, with 
all the things to do and all the 
options available, playing 
through a second time is actually 
quite appealing. As sequels go, 
Baldur's Gate I/ is about as per- 
fect as it gets. 

The plot picks up right where 
the first game left off, playing 
off the original story without 
recycling it. At the end of 
Baldur’s Gate (you did play 
Baldur’s Gate, didn’t you?), you 
discover that your character is 
one of the Children of Bhaal, the 
god of Murder. Ba/dur’s Gate // 
builds on that premise to create 
a compelling storyline. Now that 
you know that you’re the child 
of an evil god, it’s not unreason- 
able to think that it might be 
time for a little soul searching. 

Unfortunately for your group 
of adventurers, the final battle 
with Sarevok at the end of the 
last game left you weakened, 
exhausted, and unable to defend 
yourselves from a new enemy. As 
Baldur's Gate Il opens, you 
awaken alone in a steel-barred 
cage, stripped of your equip- 
ment and wracked with intense 
pain. Your captor has been con- 
ducting magical experiment on 
your body (“hmm... | wonder 
what would happen if | cast fire- 


ball on him?”). Eventually he 


' gets bored and runs off to grab 


a coffee, and a surprisingly 


' competent Imoen appears and 


springs you from your cell. Thus 
the journey begins. 


A game of quests 

Character interaction plays a 
much bigger role than it did in 
the original, and the non-player 
characters that travel with you 
will often comment on events. 
Some will even talk to you direct- 
ly. The basic plot is rather simple, 
but it builds up in an interesting 
fashion. While the side quests are 
entirely optional, many of them 
are related to the main story and 


' make the world feel more consis- 


tent and more real. 

In many ways, the game shares 
more similarities with the recent 
Planescape Torment than with the 
original Ba/dur’s Gate. You'll soon 
find yourself in Athlatka, the capi- 
tal city of Amn. Most of your 
adventurers will start in this town, 
which seems even bigger than the 
city of Baldur's Gate. Fortunately, 
the city areas are revealed and 
annotated on your automap from 
the start, so early exploration is 
not as much of a chore. The city is 
large, however, and it is quite 
likely that you won't finish prob- 
ing all of Athlatka’s nooks and 
alleys until you are more than 
halfway through the game. 

Typically, non-player charac- 


Bloodthirsty talking weapons are becoming increas- 
ingly common in role-playing games. 


ters will offer you jobs or ask for your help with 
various tasks, and you'll go on countless side 
quests (if you choose to do so). Inch by inch, 
you will work your way through the town. In 
Baldur's Gate, you had to explore to earn new 
quests. In the sequel it is reversed; there are 
plenty of quests available from the start, but 
you will have to explore in order to complete 
them. This is a welcome change—the pacing of 
the game is much smoother and includes far 
less downtime than did Ba/dur’s Gate. This new 
approach also gives you more motivation to 
explore. Quests are just plain fun, and many of 
the powerful items in the game are found in 
side quests. Complete a quest and you get a 
reward that is almost always worth the time, 
whether it be a bag of gold or a powerful arti- 
fact such as the fabled Holy Avenger. Oh, and 
don't forget the experience points—one of the 
most important quest rewards. 

One of the better quests involves acquiring 
a stronghold. The specific quest that you 
receive is based upon the main character's 
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Adventurers Marl 


The automap comes complete with 
handy annotations. 


class. Fighters will acquire a keep, druids will 
get a grove, and so on. As time passes, you 
might earn money from taxes or go on sub- 
quests that branch off from your stronghold. 
These are often small tasks (with experience 
point rewards) that involve decisions along 
the lines of choosing how to punish a thief. 
While they don’t play a major role, there is 
definitely something compelling about walk- 
ing around your castle and checking things 
out. Now, if only there was some means to 
wage war on your neighbors and conquer 
their lands... 

Eventually you'll graduate from your 
“training” in Athlakta and the journey will 
take you to more interesting locales, such as 
an asylum for insane mages and a drow city. 
Eventually every location will be opened up, 
sO you can return to complete any quests you 
might have missed. 


So many choices 
New characters begin with 89,000 experi- 


=J Aran Linvail has proven trustworthy, you are soon under sail with the flamboyant 
Saemon Havarian at the helm. The journey is uneventful, and if there were other ships on 
the same course they must have kept a discreet distance. You make good time, and soon 
there is a sizable island on the horizon. It might have been cansidered a pleasent place, but 
a grim shadow extends the length of it. The asylum, Spellhold, looms from a cliff side. 


The new chapter scenes should be familiar to anyone who’s played Baldur’s Gate. 
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for the smoothest, sharpest images 
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Get Off Your Toys and Join NetRacelive.com 


his isn't a game. This is real. Net Race Live snatches 


up real tracks, capturing real races and shoves them down the 


internet and directly into your computer. Then we bombard you 


with lap after lap of white-knuckle action at 200 MPH where your 


competition is professional racecar drivers in real events 
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And a grand battle was had by all. 


ence points (xp)—the level cap from the first 
game. The new level cap is 2,950,000 xp 
(roughly level 20). BioWare has made signifi- 
cant improvements in leveling and experi- 
ence acquisition. You get to skip the often 
boring “low level, no skills” stage and get 
right into big battles. Multi- and dual- 
classed characters are far more flexible, as 
you actually attain sufficient levels to make 
them useful. Experimenting with different 
characters is quite fun. Aside from the stan- 
dard classes (fighter, paladin, ranger, thief, 
cleric and mage), there are now class kits 
available. Most classes have three kits; for 
example, you can take an assassin kit on 
your thief, giving him a slight bonus in com- 
bat and the ability to poison his weapon, but 
at the loss of some skill points. Bounty 
hunters specialize in setting traps (a new 
thief skill). Swashbucklers are another 
option—they gain armor class bonuses, com- 
bat abilities, and proficiencies (but they lose 
backstab). Of course, you can still just play a 
regular thief. 


Attack the dragon, you fools, not each other! 
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Throw in three new classes alongside kits 
and there are plenty of ways to build a 
party—another reason to play through for a 
second time. Sorcerers are essentially mages 
that do not have to memorize spells (this 
class is actually taken from the D&D 3" 
Edition rules... —ed.), while barbarians are 
Slightly varied fighters. Monks are especially 
interesting, as they get a host of special abil- 
ities based upon their level. Don't forget 
Half-Orcs (bonus to strength/constitution, 
penalty to intelligence/ charisma). Overall, 
there is a lot more character variety. 

Many parties won't even reach the experi- 
ence cap. It seems to be based on how much 
experience you re likely to get, rather than 
an artificial game balance tool that has the 
unfortunate side-effect of cutting your 
advancement to a halt halfway through the 
game (as it was in Ba/dur’s Gate). You could 
conceivably reach the cap if you try really 
hard... but it’s less likely. 

Attaining higher levels has advantages 
beyond boosting your characters’ abilities. 


Alone in a dream world... 
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A $600, 105-DECIBEL 
DOLBY® DIGITAL SYSTEM FOR THE 
PLAYSTATION®2 SOUNDS LIKE OVERKILL. 
COOL. 


Dolby Digital 5.1 processing built in — nothing else needed 


Universal remote controls your TV, cable, and more 


Brackets included for total placement flexibility 


Take the PlayStation2, with its built-in DVD and CD player, add 


the Boston DPS5.1™ 6-piece Dolby Digital speaker system, 


www.bostonacoustics.com 
or toll-free 1-877-333-4001 


plus a big-screen TV, and you’ve got an untouchable home 


entertainment system. The DPS5.1 is the best way to take 


advantage of every ounce of your PlayStation2’s incredible - 


performance. Order it at www.bostonacoustics.com. (We only 


hope this awe-inspiring power doesn’t fall into the wrong hands.) 


DIGITAL 


The lush setting of an elven town. 


Specifically, there are lots of big, powerful 
monsters you get to battle. Beholders, dragons, 
demon knights, yuan-ti, golems—they re all 
here. Dragon fights are invigorating, especially 
if you encounter them when your party is just 
barely strong enough. One reason that dragons 
are so much fun to fight is that they play fair. 


Perhaps the biggest flaw in Ba/dur’s Gate II 


is the tendency for monsters to rely on 
Confuse, Charm Person, and instant kill spells 
in order to make a fight difficult. When they 
use those spells, be prepared to reload... 
often. In one particularly nasty area, the 
enemies not only charm and confuse you, 
but you die if a Mind Flayer simply touches 
you. It can be frustrating to see your 150 hit 
point warrior gets slapped for two points of 
damage and die (especially if it is your main 
character and you have to reload). That issue 
aside, combat can be great fun. Nothing is 
quite as satisfying as landing that final blow 
and watching a red dragon topple. 

Another welcome feature is the inclusion of 
a difficulty slider. If you so desire, you can 
adjust the difficulty to make monsters deal 
more or less damage. More importantly, you 
can set it so that you automatically gain max 
hit points for a level and there is no chance to 
fail scrolls. While this may not appeal to some 
AD&D players, it is definitely a handy option 
to have available. 


Orc stomping for 

the masses 

This game isn't just good. It’s great. There 
are still a few quirks here and there (such as 
inventory management), and you could nit- 
pick about minor flaws, but the bottom line 
is that Baldur's Game I/ is just plain fun. Does 
anything else matter? Not in this case. This 
game is easily recommendable for nearly 
everyone. BioWare has obviously been busy 
mastering the isometric pseudo-realtime 


RPG, and it shows. Beyond completely over- 
hauling the system and beginning from 
scratch, there isn’t much they could do to 
make Baldur’s Gate // better. 

Multiplayer games in /cewind Dale and 
Baldur’s Gate tended to be problematic. 
Interruptions came on a regular basis as you 
were frozen in your tracks for simple dia- 
logue. Fortunately, BioWare has made some 
simple yet significant multiplayer improve- 
ments to the Infinity engine. Playing with 
your friends is now a much smoother and 
more enjoyable experience. 

You can run ata resolution of either 800 x 
600 or 640 x 480. Sometimes the graphics 
can be a bit small (depending on monitor 
size), but it allows you to see further and is 
visually pleasing. Toggling the interface bars 
on and off further increases visibility, and 
the game looks quite nice in full screen 
mode. Visual and auditory splendor combine 
to enhance the experience and make it that 
much more enjoyable. Great fun can be had 
when you encounter a massive monster and 
the speakers begin pounding with the 
rhythm of a boss theme just in case you did- 
n't know a major battle lies in store. 


In conclusion... 

Baldur's Gate Il is a great way to spend 
countless hours of your time (and you will), 
and it provides solid gameplay. Many games 
offer one or the other—it’s rare to come 
across a title that features both. Outstanding 
writing combined with a good plot, plenty of 
content, beautiful graphics, and an engross- 
ing soundtrack place Ba/dur’s Gate // along- 
side some of the best role-playing games 
ever created. Games such as this one exem- 
plify why many people play PC games; if you 
like role-playing, don’t pass this one up. 
Here's to waiting for the next BioWare/Black 
Isle game... —David Ryan Hunt 
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ometimes a game comes along 

that simply gets everything 

right. The premise is so unique 
and engaging that it reminds you 
why you started playing computer 
games in the first place (and also 
how derivative most games really 
are). The theme and story are 
meticulously crafted and stun- 
ningly presented; the game oozes 
with style. The execution is flaw- 
less—phrases such as “patch” and 
“crash” and “oh good lord, | can’t 
believe that the beta testers didn’t 


The virtual cockpit looks really 
good, but obscures a bit too much 
of your view to be practical. 
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catch this bug” have absolutely no 
place in the game's lexicon. 

Crimson Skies manages to nail 
two out of three, at any rate. Some- 
times you can’t have everything. 

The game is Zipper Interactive’s 
first project for Microsoft, and what 
a project it is. Sometimes it’s so 
amazingly good that it makes you 
want to cry. Other times it just 
makes you want to cry. Play 
through the first few missions and 
you will be convinced that Crimson 
Skies is one of the best games that 
you have ever installed on your 
computer. Play through a few more 
and you may start to run into com- 
patibility issues, rough corners, and 
even one potentially catastrophic 
design bug that any competent 
beta tester should have noticed. It 
all screams “rush job,” and it’s a 
damn shame. Crimson Skies could 
have been a game junkie’s nirvana; 
instead it evokes something of a 
love/hate relationship. 


When we last left our hero... 
The game absolutely reeks with 
style. Using old black and white 
action-serials as role models, 
Zipper has infused every last detail 
of the game with campy wise- 
cracking flair. It’s absolutely over 
the top, and it works. The year is 
1937, and you play the role of 
Nathan Zachary—you are a war 
hero, an ex-New York stock market 
tycoon-turned air pirate, and an 
irresistible ladies’ man. You sound 
a bit like Captain Zapp Brannigan 


UPSIDE 


Incredible style, great missions 
design, loads of fun 


Bugs and compatibility problems 


Good zeppelin, bad zeppelin. 
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from Fox’s Futurama, but smarter 
and more heroic. Your teeth prob- 
ably glint and twinkle when you 
smile. Together with your band of 
merry brigands you roam the per- 
ilous skies above the warring 
nation-states of America, search- 
ing for fame and fortune (perhaps 
not in that order) in your stolen 
battle zeppelin, the Pandora. 

Wait a minute. Air pirates? 
Nation-states? Battle zeppelins? 
This is obviously not the same 1937 
that you learned about in history 
class. Indeed, Crimson Skies is set 
in an alternate-reality America, an 
America where the Great 
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The famous Hollywood sign... and yes, you do get to fly through the “O.” 


Depression, ideological disputes 
over Prohibition, and a nasty 
influenza plague sent the U.S. of 
A. into an era of fierce regional- 
ism. With the federal government 
crumbling, states and regions 
began to secede and make war 
with each other. Brushfire wars 
destroyed the nation’s blossoming 
highway system and interconti- 
nental rail lines, and air travel 
became the travel mode of choice. 
Gigantic cargo zeppelins replaced 
the iron horse, and fanciful fighter 
aircraft (many of which look like 
something that Dick Dastardly 
might have designed) were 
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As you progress through the game, various mementos will appear in You can customize you paint scheme and nose art when you purchase 
your scrapbook. a new airplane. 


pressed into service to protect points for originality, it is not an 
these flying bags of flammable entirely original work. The setting 
gas from pirates and thrill-seekers. | and mechanics are directly based 
It's an incredibly unlikely sce- | ona lesser-known board game by 
nario, but that makes not one FASA (also called Crimson Skies). highly scaleable, so if you can bear 
whit of difference. The tongue- Rumor has it that the developers of | the heartbreak of missing out on 
in-cheek whimsical nature of a the board game originally intend- | the highest quality lighting and 
world in which the Republic of | ed the title to be a fantasy flight | shadows, you may be able to find a 


an extra five frames per second or 
so can mean the difference between 
victory and sudden brutal death. 
Fortunately the graphic options are 


ing out your inner Errol Flynn with 
a constantly varying array of chal- 
lenges and objectives that keep 
things interesting and ensure that 
each escapade is more outrageous 
than the last. Nearly every mission 
features at least one (and some- 
times as many as ten or more) 


Texas, the Nation of Hollywood, ' sim for the computer, but that PCs framerate that plays comfortably. “stunt areas,” nooks and bridges 
and Utah (which is still just at the time lacked the horsepower and overhangs that no sane pilot 
Utah... it seems that some things | to get their idea off the ground. Of | “You want me to fly would ever consider flying 
never change) is all part of the | course Moore’s Law has been ' under what?” through. Fortunately for you, 


game's charming atmosphere. doing its thing since the board | The missions themselves vary from Nathan Zachary is no sane pilot, 


The cut scenes look and sound ' game made its debut, and the PCs good to stunning, and while you and you'll often find yourself fly- 
like old film newsreels (complete | of today have all the power that ; may end up “riding the silk” home ing under bridges, through air- 
with flicker and scratchy mono | Zipper needed. from time to time, you will never plane hangars, between skyscrap- 
sound), and the manual has been Even so, you will probably want be bored. Air pirates in the world ers, and even through the “O” in 


printed on dingy newsprint and a monster machine to enjoy the of Crimson Skies are part merce- 
looks like an old aviation maga- game to its fullest. Mostly it’s a nary, part fame-starved showboat, 
zine, complete with advertise- matter of framerate—it won’t take and Nathan Zachary is the prodigal 


the famous Hollywood sign. 
Often these stunt opportunities 
are optional—you can complete 


ments. Plugs for the MSN Gaming ! long for you to realize that this is | son of the air pirate world. You are: most missions without even 

Zone are sandwiched between one of those titles in which the dif- | not just a greedy ruffian searching attempting stunts, but where is 

spots for Dillon Coffee and High i ference between 20 frames per sec- | for loot; you are also a compas- the fun in that? When you do suc- 

Caliber Beer. | ond and 40 frames per second | sionate protector of the innocent, | cessfully complete a stunt, you'll 
becomes painfully obvious. Many | andaheadline-stealing daredevil. | earn the praise of your wingmen 

Tabletop Origins | of the missions in the game require : The game’s 24campaign mis- | (“Gee boss, sometimes | think you 

While Crimson Skies certainly earns | some serious precision flying, and | sions do an excellent job of draw- | have a few screws loose”) and get 


The game’s cloud effects are absolutely amazing. At least they don’t want you to stop and pay a toll... 
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a snapshot for your scrapbook. 
You can view all the snapshots in 
your scrapbook between missions, 
and count the number of empty 
spots that mark all the stunt 
opportunities that you missed. 
There is an advantage to prac- 
ticing your stunts, however, since 


several of the game’s missions ! 


require you to do some fancy fly- 
ing. Following an aerial cab driver 
down narrow canyons of 
Manhattan skyscrapers is a hell of 
a lot easier if you have made idiot- 
ic thrill-seeking a regular part of 


your flying routine for the past ! 


twenty missions or so. 

As your fame grows you'll col- 
lect other mementos for your 
scrapbook as well—newspaper 


clippings heralding your exploits, 
nasty telegrams from rival pilots, 
and souvenirs from choice mis- 
sions. Your scrapbook helps push 
the story along as well; as you 
pour through your mementos you 
will become more familiar with the 
game’s fictional history and the 
other characters in the story. 


Stealing the Spruce Goose 
Ultimately, the mission design in 
Crimson Skies boils down to one 
important factor—you get to steal 
the Spruce Goose. Now that’s just 
plain old-fashioned fun. Admit it— 
you have always dreamed of steal- 
ing the Spruce Goose. 

Fun is the driving factor in all 
of the game’s missions, and 
Zipper has done a great job keep- 
ing their eye on that goal and 
trimming out anything that 
stands in the way of fun. The 
pacing is always quick and snap- 
py, and your mission objectives 
are constantly changing. Your 
wingmen chatter over the radio 
incessantly, and not just in 
canned repeated phrases. They 
banter and joke with each other, 
they talk about what’s going on 
in the mission, and they holler 
warnings when you have an 
enemy on your six. 

As with Zipper’s last game 
(Mechwarrior 3) you can build your 
own planes from the ground up. At 
the start of the game you only have 
a few airframes to choose from; as 
you defeat or capture new air- 
planes your options start to open 
up, however. You can even cus- 
tomize your paint scheme and nose 
art. None of the customization is 
entirely necessary—you can get by 
on the stock aircraft that you find 
along the way. Building custom 
airplanes can make some missions 
easier, however. 

The flight physics are realistic 
enough to make things interesting 


eee 


without being so real that they 
draw attention away from the 
action. And the action is often 
well worth paying attention to— 
when you are in the middle of a 
massive furball whirling around 
two zeppelins going broadsides in 
the middle of a sea of towering 
cumulus clouds (volumetric 
clouds, no less), avoiding a stall is 
the last thing you want to have to 
worry about. The game provides a 
bit of assistance in aiming as 
well—you merely need to get your 
target close to the crosshairs. 
Hey—you're Nathan Zachary. You 
are supposed to be good. 

In addition to the campaign 
game, you can play customizable 
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“Dock there? No problem.” 


“I love the smell of burning zeppelin in the evening... 


multiplayer or solo instant action 
games. These modes are mildly 
entertaining, but they also lack the 
creative objectives and mission- 
specific radio chatter that gives the 
campaign game much of its charm. 
The only real complaint that 
could be leveled at the gameplay 
is that the mission difficulty some- 
times varies in a seemingly ran- 
dom fashion. You might fly ten 
cakewalk missions in a row only to 
be confronted with one mission so 
deviously difficult that you won- 
der whether it is even possible to 
complete it. It’s obvious that the 
game would have benefited from a 
little extra time spent balancing 
the missions; fortunately you are 
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given the option of skipping any 
mission that you fail three times 
(so at least you won’t end up 
inextricably stuck and frustrated). 


For the want of a nail... 
Unfortunately the mission difficul- 
ty is not the only aspect of the 
game that would have benefited 
from a little extra time in the shop. 
Crimson Skies comes with a few 
features that aren't mentioned in 
the manual, such as hardware 
compatibility problems that can 
cause lockups or even make the 
game impossible to launch on 
some machines. A mysterious 
memory leak can make cause 
slowdowns that make navigating 
the menus an experience in irrita- 
tion (thankfully it does not seem 
to have any effect on the perfor- 
mance of the game engine). Some 
players experience few (if any) of 
these problems. Others are unable 
to play the game at all. Cross your 
fingers and hope that you are one 
of the former group. 

Sometimes the game erases all 
of your campaign progress when 
you try to launch either a multi- 
player or an instant action game. 
That bears repeating, so here it is 
again: if you are going to play a 
multiplayer or instant action 
game, make sure that you back 
up your save games first (just 
copy everything in the 
\SavedGames folder to a temp 
folder, from which the files can be 
restored if necessary). Yeah, sure, 
this workaround provides a stop- 
gap measure, and Microsoft did 
post warnings about the bug on 
the Zone as soon as they knew 
about it. That’s little consolation 
to players who lost all their cam- 
paign progress because they 
wanted to check out the instant 
action mode, however. 

Other aspects of the game feel 
as if they were rushed ahead and 
in spite of the obvious attention to 
detail that Zipper lavished on this 
project, there are numerous rough 
edges that were missed. Music in 
the menus sometimes skips and 
stutters, and the transition 
between menu and mission (or 
when you exit the game) is often 
punctuated by flashing screens 
and multiple random sound files 
playing over each other. 

For the want of a nail the king- 
dom was lost, and for the want of a 
few extra weeks in beta testing, 
Crimson Skies was released as a 
much less recommendable product 
than it could have been. The game- 
play is stellar, if you can actually 
play the game. Unfortunately, not 
everyone can. —Benjamin E. Sones 
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The game engine is often used to great effect. 


Believable romp into the world of 
Voyager; good acting and action, 
heavy on the scripting and teamwork 


Your teammates often act completely on their own. 


Star Trek Voyager—Elite Force 


Clunky dialogue, despite pretensions 
otherwise, it’s still just a shooter at 
heart 


Raven blows the dust off their phasers and sets the Quake Ill engine on “stunning” 


culture has changed to the 

point where one woman can 
speak to another and say, without 
blinking, “We can’t afford to lose 
another man.” This is the world of 
Star Trek; in particular, the world 
of Voyager, and you are a member 
of the hazard team that needs to 
extract the ship from its latest 
encounter with danger. 

Star Trek Voyager—Elite Force, 
a first-person action game built 
with id Software’s beautiful 
Quake I/l engine, derives its 
characters and material from an 
existing source with an estab- 
lished fan base. As such, ambi- 
ence is a high priority. The world 
needs to feel accurate, and the 
characters lifelike and true. The 
voice acting is the most impor- 
tant piece to this kind of puzzle, 
and in what was a crucial first 
step developer Raven Software 
was able to put the original cast 
(almost without exception) in 
front of microphones. Their voic- 
es are the linchpin that keeps 


t's some future stardate, and 


THE GOODS 


Action 
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this game feeling real. 


We come in peace... 

shoot to kill 

The storyline does a nice job of 
making your gun-blazing romp 
through hordes of aliens plausi- 
ble in the context of the other- 
wise fairly peaceful Star Trek 
universe. Voyager is adrift 
among a cloud of ships that are 
being harvested by intemperate 
aliens whose language is trans- 
lation proof. What recourse does 
a poor hazard team member 
have but to speak the language 
of guns? This motley group of 
ships also provides the hazard 
team with the opportunity to do 
battle with a wide variety of 
enemies. Enough variety is avail- 
able to keep the game interest- 
ing throughout. 

The single player experience is 
enhanced by a deathmatch mode 
that features bots as skilled as the 
ones in Quake /// Arena (no stun- 
ning news there, as this game is 
based on the same engine). In 
deference to Star Trek’s pacifist 
roots, this deathmatch funfest 
takes place on the holodeck. A 
ladder-style free-for-all tourna- 
ment is one nice option, giving 
you control over the number of 
your opponents and how difficult 
they will be. Bots will also fill out 
your team if you'd like to take on 
a group of enemies fighting coop- 
eratively, and they do a fine job. 
The holomatch is quite config- 


urable; as with Quake /II Arena, 
you can add bots, remove them, 
and configure them all mid-game. 
A real nice touch in capture the 
flag games—if you're playing 
alone, with bots making up the 
rest of the teams, you can pause 
the action and give each bot 
orders, without worrying about 
the need to run for safety every 
time you want to issue them. 

Everyone likes to see statistics at 
the end of grueling battles, and 
this game provides them like none 
other. At the conclusion of the 
game, you are shown the top three 
participants, standing Olympics- 
style on podiums; then you see a 
table full of stats filled with infor- 
mation well beyond the simple 
“how many kills did | get?” You'll 
learn what your favorite weapon 
was, who killed you the most, and 
how many times you died. Best of 
all, you will be given awards for 
accomplishing particular objec- 
tives; for example, the “ace” 
award for getting 5 kills without 
dying, or the “tactician” award for 
using a variety of weapons to get 
your kills. These touches really add 
to the multiplayer experience. 

The weapons make the transi- 
tion from single to multiplayer 
quite well. None are particularly 
inventive, but there is something 
engaging about a big firefight 
that features lots of glowing, 
laser-like projectiles. A couple of 
the weapons make the ground 
shake a bit too often for those with 


weak constitution. Every weapon 
has a unique look and feel, how- 
ever, and is fun to use. 


That Star Trek feel 

Raven sunk some above average 
love and care into depicting and 
animating the main characters. 
Tuvok and the Doctor possess par- 
ticularly apt likenesses, while 
Seven of Nine and Neelix are, at 
worst, near misses. Resting heavily 
on the butt-ugly end of the spec- 
trum is Janeway, whose character 
model looks more like a peeved 
dog than it does her handsome TV 
persona. Her model is the excep- 
tion; most of the rest of the crew is 
well depicted. 

Most characters interchange 
between two facial meshes; one is 
stern, and the other is really stern. 
In really stern mode, the eyebrows 
pinch together and the corners of 
the mouth dip down. A character 
sometimes toggles between the 
expressions quite rapidly, and the 
eyebrow aerobics that result can 
be distracting. As a character 
speaks, the movement of his or her 
lips seems to be based purely on 
the length of the sentence 
involved, and not at all on the 
actual words. On the bright side, 
the characters do blink; it’s sur- 
prising how much life such a sim- 
ple touch imparts to their features. 
By contrast, the characters lose 
some of their lifelikeness when on 
occasion they move around the 
environments stiffly, as if attached 
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like trolleys to invisible nodes on 
the floor. 

Despite the nasty lip-synching 
and limited facial emotion, the 
characters seem quite real. 
Perhaps this effect will be lessened 
if you have never seen the TV show 
Voyager, but there is enough 
interaction with the crew to make 
them fairly interesting characters 


Not exactly Starfleet issue; 
it’s a disguise. 
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One of the game’s greatest strengths is the frequency with which you do battle 


alongside your team. 


Most levels are inside of ships; a few more like this one would have been nice. 
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even so. By theendofthe game, 
you'll easily put the names of your | 
comrades on the hazard team with 
their faces when you see them, 
and this familiarity makes you 7 
care about the fate of your team. | 
The script, when it sticks to the | 
technical, is right on. When it ! 
veers into comedy or drama, it | 
falls far short of the marks set by 


Pras 


Seven of Nine is the only main ! 
character not voice-acted by the 
original actor. 


~ 
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30 days in jail. 


the television series. One particu- 
lar member of the hazard team 
actually leaps down a shaft and 
then calls up “Come on in, the 
water's fine!” One would hope 
that the half-life of such clichés 
would not enable them to live 
that far into the future. The final 
boss emits similar babble: “We 
can never be stopped!” We all 
know that you can. 

If you routinely turn off the 
music as soon as you fire up a 
game, Elite Force just might 
break you of that habit. The 
music settles quite nicely into its 
niche in the background, com- 
plementing the environments 
and action like music in few 
other games have done. 


Friendly Al that actually is 
Only during brief portions of the 
game will you run in a wolf pack 
of one. Most of the time, you will 
be part of, or leader of, a team of 
two to four. Since the game is pri- 
marily a shooter, the crewmember 
Al needs to be high quality if the 
game is to succeed. 

Fortunately, it is. Apart from 
the occasional burp, like a 
crewmember leaping down a 
two-story elevator shaft as he 
tags along, or a pair of them 
jamming together in a doorway, 
the Al handles itself very well. 
Your team fans out a bit, 
crouches behind barriers, and 
avoids shooting you in the back. 
Their weapons seem to be con- 
figured to do about one percent 
of the damage you can dish out, 
most likely to give you the satis- 
faction of dealing the killing 
blast to the vast majority of the 
enemies that you encounter. But 
it sure is a lot more fun to be 
part of a team firing at the 
enemy than it is to do all the fir- 


This pair is stuck in the doorway; solving the problem with your gun nets you 


ing yourself. 

A bit of character is intro- 
duced into the game by way of 
spontaneous crew chatter during 
battles. Comments such as 
“Behind you!” (when your back 
is against a wall), and “There’s 
another one!” (when there’s 
clearly been only one enemy all 
along) emphasize the random 
nature of the chatter, however, 
and are unfortunately common. 
Still, the overall ambience of 
group battles—the comments, 
the groans, laser blasts going 
every which way—makes the 
game far more interesting than 
it otherwise would have been. 

By contrast, the enemy Al is 
routine, with just a few excep- 
tions. Tiptoeing past the red 
eye-beam of a slowly patrolling 
Borg is a nice novelty. The 
humanoid scavengers occasion- 
ally duck behind a crate or 
around a corner when fired 
upon. But the majority of your 
opponents (assorted bugs, 
creepy crawlies, security bots, 
and even the “supreme warriors” 
of the late game) have single- 
cell brains that cause them all 
simply to charge blindly ahead. 


Mass appeal 

Ultimately this game should 
appeal to nearly anyone, whether 
it be the Trekkie who knows the 
name of Tuvok’s wife, or the action 
gamer who thinks Voyager is the 
sequel to Survivor. The story is 
interesting and well paced, the 
voice acting and character depic- 
tion is solid, and the game engine 
is burning on all cylinders. Raven 
has a stellar track record, and 
while this game is unlikely to be 
the flagship of their offerings, it 
stands proudly among them. 
—Dave Perkins 
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xpansion packs have it tough. 

This is particularly true for 

add-ons to poor or mediocre 
games, which only their dedicated 
fans want to play, but in some 
ways these titles are the lucky 
ones. Consider the lot of The 
Conquerors. No easy ride there—as 
the follow-up to a five-star classic, 
it was immediately held up to the 
harsh light of scrutiny and prod- 
ded with jaded comparisons. Was 
this expansion as significant as 
Rise of Rome was to the original 
Age of Empires? What did it add, 
and how much? How did it change 
the gameplay, and was the unit 
balance as keenly honed as a 
Japanese sword? Could it revitalize 
the game for those who had drift- 
ed on to other, newer titles? Did it 
enhance multiplayer in any appre- 
ciable way? Above all, was this 
“good enough” to be an expan- 
sion to Age of Kings? 

For those with short attention 
spans, the quick and emphatic 
answer is “yes,” and you should 
now go out and purchase a copy, 
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call in sick to work, and start play- 
ing. The Conquerors is the meatiest 
strategy expansion pack since 
Heroes of Might and Magic Ill: 
Armageddon’s Blade, offering 
enough new missions and features 
to practically qualify as the next 
game in the series. 

And, as if that wasn’t enough, 
this time the game has Huns! 


What’s new? 

Given the game’s title, there 
should be little surprise that its 
four new campaigns feature some 
of history’s most notable land- 
grabbers. From the trials of El Cid 
and Cortez’s invasion of the New 
World to Attila’s flagrant disre- 
gard for Roman borders, three of 
these scenario-sets cover extend- 
ed military and colonization cam- 
paigns. The fourth, titled Battles 
of the Conquerors, is a set of 
eight unrelated missions, each 
covering a certain pivotal 
moment in... shall we say, 
forcible politics. In this set, the 
Battle of Agincourt and the 
Japanese naval invasion at 
Noryang Point rub virtual shoul- 
ders with Charles Martel’s defense 
of Tours and Erik the Red’s 
acquisitive interests across the 
Sea of Worms. 

Which brings us to the new 
cultures. Hands up, everyone 
who really wanted to see the 
Huns in Age of Empires. Who 
could possibly resist a quick 
jaunt across the Roman Empire at 
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Huns! Oh, and everything else 


[left] Gobble, gobble, gobble—villagers just love turkey! 


Any surprise that the Aztec wonder has a bloody sacrificial altar on top? 


the head of a rampaging barbar- 
ian horde? Well, our wait is final- 
ly over, and Attila himself makes 
a fine traveling companion. 

If you prefer something a little 
more American, the Aztecs and the 
Mayans are both represented in 
The Conquerors, along with their 
arch-nemesis, the Spanish. Cortez 
never seemed like quite so much 
of a vicious opportunist in those 
high school history lectures, but 
this game offers you a less Euro- 
centric perspective. 

Finally, we have the Koreans, 
who were mysteriously overlooked 
in Age of Empires I/, but who 
arrive on the scene full-force in 
The Conquerors to show off their 
innovative naval know-how. 

Each new race has some unique 
traits, as you'd probably expect— 
Huns, for example, don’t need to 
build houses. They can automati- 
cally create up to the maximum 
number of units allowed by the 
scenario. Why? Well, because 
they’re Huns. On the Aztec side, 
remember how impressed 
Montezuma’s people were with 
Cortez’s horses? No surprise then 
that they can’t build cavalry units. 
They make up for it, however, with 
elite infantry units that can run 
like the wind. And then there are 
the Koreans—not one but two 
unique units for them, War 
Wagons and Turtle Boats. In high- 
level naval warfare, they have a 
distinct advantage, and it’s fun to 
watch a fleet of spike-hulled Turtle 
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Age of Empires I: The Conquerors 


Microsoft and Ensemble deliver the goods with the best expansion in eons Gs : 


Boats face off 
against practi- 
cally anything else. 


The art of conquest 

While the new cultures and units 
are intriguing enough on their 
own, there’s nothing quite like a 
spot of new art to really make 
them shine. In The Conquerors’ 
case, this means an entire new 
architectural set to support the 
Aztec/Mayan region. Just imagine 
those dusty dioramas in echoing 
museum displays come to vibrant, 
colorful life, with plenty of angles 
and terraced walls to set them 
easily apart from the other cul- 
tures’ designs. The Aztec Wonder 
is particularly splendid—a stepped 
pyramid topped with a sacrificial 
altar. (Nobody ever said that the 
Aztecs made good neighbors, but 
they sure had a sense of style.) 

In addition to the new build- 
ings, Central America also sports a 
lush cover of rainforest, comple- 
mented with tropical birds and 
broad-leafed, vining plants. As 
sheep weren't exactly an Aztec or 
Mayan food staple, your little 
peasants will hunt turkeys instead. 
And the ubiquitous European wolf 
has been replaced by hungry 
jaguars, which may look like the 
main event at a Sigfried and Roy 
show, but which can band togeth- 
er to disembowel a hapless worker 
in no time flat. 

Some of the incidental touches 
in Aztec territory are also quite 
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aw "This is definitely nota \ 
>, ‘me foo' game: a 
it has the potential 

. to be one of the 
compelling strategy 
; titles of the year.” | 
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7 “Ani impressive li lineup 
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Little temple in the rainforest. 


nice. In some scenarios, you'll run 
across carved stone faces, over- 
grown with weeds and eerily silent 
about their original function or 
sad fate. It may not be quite as 
cool as prowling the jungles of 
Mexico yourself, but watching this 
landscape unfold as your Eagle or 
Jaguar Warriors explore their sur- 
roundings does give you a thrill of 
discovery... at least, for the first 
few missions. 

Lest you think that Ensemble 
stinted on the other cultures and 
regions, though, let’s skip up 
north to the Viking lands. As you'll 
see extensively in the 
Vindlandsaga scenario, the Great 
White North is indeed white. 
Snow-covered lands are bounded 
by frost-limned shores, and thick 
ice takes the place of marshy 
crossings over rivers and bays. 
Deer and humans alike leave tracks 
in the snow, and you can almost 


feel the chill as transport ships 
shove off for Greenland. 


Polishing the gem 

Okay, so there’s enough new stuff 
in The Conquerors to keep even the 
most dedicated Age of Kings fan 
happy. But the best treat of all 
may not be a new race or a batch 
of waddling turkeys, but a simple 
improvement to Age's already 
excellent gameplay. For those who 
pursue agrarian development with 
a passion, but also like taking a 
military holiday to neighboring 
villages to do a bit of quality 
plundering, there are few sounds 
more annoying than the death rat- 
tle of a farm. One minute, you're 
thrashing Franks, the next, you're 
frantically dashing back to your 
hometown to restart food produc- 
tion. Wouldn't it be nice if you 
could just queue up farms to 
reseed once they're harvested? To 


Korean turtle boats lead the fleet against Japan. 


state the very obvious, now you 
can. And it’s a marvelous time- 
saver. Up to 15 re-seeds can be 
queued in your mills) which share 
a common queue, so even if you 
have farms in three locations, you 
don’t have to remember to stock 
up every mill). 

Another nice improvement is 
the ability to garrison your batter- 
ing rams. Formerly slow, fairly 
weak, and prone to collapse at the 
slightest sign of an enemy 
onslaught, rams now have a real 
purpose in the game. Once gar- 
risoned, they travel at an 
increased speed and are tougher 
to demolish. No longer will the 
enemy's watchtowers pick you 
apart as you crawl sluggishly 
towards them. 

Finally, there’s the villager Al. It 
may seem like a small change, but 
the fact that a peasant who is sent 
to build a lumber camp will actu- 
ally start cutting trees once his 
work is done, instead of sitting 
around like a total slacker, is just 
too marvelous for words. 


Friendly fracas 

On the multiplayer end of things, 
three new game types pander to 
both the strategist and econo- 
mist. The first, King of the Hill, 
starts with a monument in the 
middle of the map, which must 
be held for a certain time period. 
You know the drill. The second 
type, Defend the Wonder, is a 
frantic attempt to take and keep 
possession of a single existing 
wonder. The high-powered catch 
is that everyone starts in the 
Imperial Age, with all technolo- 
gies researched and a whopping 
stack of resources. And the last, 
Wonder Race, is a non-violent 
test of resource-management 


El Cid fights for his right to lead the king’s army. 


skill, awarding the victory to 
whichever player manages to 
complete his or her Wonder first. 

Feel like a change of scenery? 
Why not trash your friends in the 
Sea of Japan? Or the Middle East? 
Or France, or Iberia? The 
Conquerors nice selection of real- 
world locations makes the perfect 
battleground for whatever bloody 
conflict you may have in mind. 
Just remember, no matter which 
cultures you're pitting against 
each other, it’s always more fun to 
do so in Texas. 

Oh, and did we mention that 
every culture in the game now 
has its own unique technology? 
Some of these can put an attrac- 
tive spin on civilizations you 
might not usually play. The 
Byzantines, for example, can 
research Logistica, which gives 
their Cataphracts triple damage. 
The Persian technology Mahouts, 
unsurprisingly, increases the 
speed of War Elephants. And new 
global technologies such as the 
Thumb Ring (improves archer 
accuracy) and Heresy (causes 
your units to die when convert- 
ed, instead of joining the enemy 
side) will also give you and your 
opponents a leg up to mayhem. 


Yum 

Age of Empires II: The 
Conquerors is, in short, every- 
thing an expansion pack should 
be. It manages to improve an 
already stellar game, adds a 
helpful and interesting stack of 
new features, and offers nearly 
as much scripted gameplay as 
the original title. Like its parent 
game, it’s technically solid, well 
balanced, and so much fun that 
you may not sleep for a week. 
—Cindy Vanous 
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Madden NFL 2001 


Sizzling graphics, good stadium 
sound, online franchise support, good 
running game 


The latest iteration of the only game in town runs in place 


he Madden football series has a 

tendency to run in cycles; when- 

ever the game receives a massive 
graphics update, the gameplay 
either suffers or remains stagnant. 
This year is a perfect example; 
Madden has received a graphical 
facelift, and several gameplay 
issues from past versions of the 
game still haven’t been addressed. 

EA Sports games have one thing 
in common: they're extremely pret- 
ty. However, last year Madden 
2000 focused more on gameplay 
than visual appearance. As a result, 
games such as Microsoft's NFL Fever 
2000 and Sega's Dreamcast hit 
NFL2K both looked much better 
than the EA Sports veteran. 

And EA Sports noticed. The 
graphical presentation in Madden 
2001 is top-notch, reestablishing 
EA Sports as the king of graphical 
football flare. The animation is 
similar to previous Madden games 
but everything looks so much bet- 
ter that screenshots fail to do the 
game justice. You need to see it in 
action to fully appreciate how 
good the game looks. One area 
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that received special attention was 
the gridiron itself. When you play 
games in a rainstorm, for exam- 
ple, the field continually degrades 
throughout the course of the 
game. By the fourth quarter it’s a 
muddy mess—even the midfield 
logo is barely recognizable. It sim- 
ply looks fantastic. 

The sound is a hit and miss 
proposition. The stadium sounds 
are very good. The crowd gets into 
the game a bit more this year and 
several new atmospheric additions 
have been included—from the 
blaring of the Viking horn, to the 
growl of the Jaguar after Fred 
Taylor scampers for a nice gain, to 
the firing of the cannon at Tampa 
Bay home games. Team specific 
chants are included but there is a 
bug that occasionally causes them 
to root for the wrong team. 
Listening to the fans in Cleveland 
Stadium chanting “Go Cowboys!” 
during an afternoon game against 
the Steelers is a bit depressing. 

The worst part of the audio is 
the not so dynamic duo of Pat 
Summerall and John Madden. They 
stink. There’s just no way to sugar 
coat it. Madden is more repetitive 
than ever. He states, at least ten 
times a game, that he hates it 
when receivers run routes behind 
the first down marker on third 
down. And there remains little to 
no excitement in Summerall’s play 
by play. It lessens the thrill when 


you score a touchdown in overtime 


and hear Pat say in his monotone 
voice “Touchdown Cleveland.” 
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The more things change... 
Madden 2001 introduces a few new 
gameplay wrinkles while failing to 
fix problems from previous versions 
of the game. A new quarterback 
scramble button allows you to take 
the passing icons down and run for 
your life in the pocket. Blocking, 
both run and pass, is vastly 
improved. Fullbacks try to wall off 
linebackers on sweeps and actually 
pass block this year. Even the offen- 
sive linemen follow assignments 
better—partly aided by the fact that 
they are spread out a bit more. As a 
result, it has the best running 
model of any PC football game 
around. It’s easy to read holes in 
the line and explode through them. 
Fatigue is easily recognizable. 
When a player becomes winded his 
icon appears yellow in the play- 
calling screen. When he’s about to 
drop dead, it turns red. It’s easy to 
sub players in and out and to even 
set up formation subs with certain 
formations. Cornerbacks finally play 
real bump and run coverage when 
asked—jamming wide outs at the 
line and throwing pass plays dra- 
matically off kilter when successful. 
In fact, the entire defensive sec- 
ondary Al is better this year. Good 
players don’t fall for the dreaded 
pump fake as much and it’s a bit 
more difficult to chuck the ball 
downfield every play on a weak 
team. The new “read and react 
defense” allows you to alter the 
defensive mindset before the play 
Starts. If you line up on defense and 
expect a run, you can issue the 
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Madden 2000, bonehead play calling 
Al, a few bugs 


Fuller breaks up the screen pass. 


Davis has a huge hole on the right 
side; unfortunately he’s stuck run- 
ning in place on his linemen’s back. 


20 yards later and the Jag safety 
hasn’t even thought about making 
the tackle. 


order to watch for the run—this 
helps in making your players react 
a bit better. Gameplay slide bar 
adjusters make their return in 
Madden 2001 and while it’s great to 
be able to fine tune your game by 
adjusting global things such as 
running ability and quarterback 
accuracy, it would have been nice 
to have separate sliders for the 
computer and human teams. 

While the game introduces a few 
new bits and improves upon oth- 
ers, there are several key areas 
where the game falls on its face. 
Defensive players can still dive five 
yards in mid air and smash into the 
ball carrier. It would be one thing 
if a player dove a few feet—but five 
yards? That's superhuman. 
Collision detection remains a nag- 
ging issue; running backs continue 
to run in place and get stuck 
behind offensive linemen. In-game 
ball physics are practically non- 
existent. It's a mystery as to what 
the outcome of a play is based on 
after witnessing a slant pass travel 
near your wide out, stop in mid- 
air, fall near his shoes, magically 
levitate to his hands and into his 
grasp. It’s difficult to notice this 
until you run a slow motion replay. 
First down via the magic bullet 
theory! Lastly, there is a nasty little 
bug in the game where if you catch 
a screen pass, for example, and 
race down the sideline, the safeties 
run right up along side of you as if 
running the 100m dash. They don’t 
try to tackle you. This doesn’t 
always happen and it usually only 


happens on long, breakaway 
gains, but when it happens it’s a 
certified touchdown. 

A new feature this year is the 
ability to create new teams from 
scratch and fill them with fictional 
players and use the teams in 
league or franchise play. It’s a 
super feature and brings back 
memories of Sierra's Front Page 
Sports series. The problem is that it 
doesn't work. If you create a 31- 
team league with fictional teams 
(or even classic teams from the 
past) the league breaks down. 
When you start the season there is 
a bug that dumps all the fictional 
teams into one massive division, 
with no conferences. Creating a 
31-team league with all fictional 
teams puts them all in the AFC 
East. Now that’s a brutal division. 

Madden 2001 also includes a 
slew of great teams from the past. 
The only problem is that they are 
locked. In true console sports 
gaming fashion, you need to find 
codes or complete the ‘great 
games” scenarios in order to use 
teams that you should have access 
to in the first place. 


Who’s calling these plays? 
Sam Wyche? 
Madden's computer play-calling 


PRAY TO YOUR GOD. 


logic has always been a bit strange 
anzd this year is no exception. Late 
game play-calling by the computer 
remains woefully insufficient. A six- 
yard curl route isn't going to cut it 
when you need a touchdown to win 
and have six seconds to play with 
no timeouts. The play-calling in 
general needs help. The computer 
has a tendency to forego the run 
once it gets behind—and some- 
times even when it’s ahead. Several 
games result in the computer pass- 
ing over 50 times and running a 
mere eight to ten. It appears to 
depend on the teams involved, but 
if the computer thinks it has a bet- 
ter chance passing rather than run- 
ning it will go into 1984 Dolphins 
mode and pass nearly every down. 
Thankfully, you can adjust the 
coaching preferences via a slide bar 
to force the computer to run a bit 
more often. 

The laughably bad interface 
from a year ago is replaced this 
year by a much better menu sys- 
tem. It’s a lot easier to navigate 
through the menus, but problems 
still remain. It's a console interface 
slapped inside a PC game. It’s 
impossible to see stats from games 
that have been simulated. That's 
right—no box scores unless you 
play the game. 


PRAY FOR YOUR LIF 


I'll take two scoops of 
franchise vanilla, please 
Madden's franchise mode is back 
for another year, and while it is 
great to have a career model 
included, the options remain 
about as plain as possible. Items 
such as Franchise Player labels, 
restricted and unrestricted free 
agents, and the ability to trade 
draft picks are all missing in 
action. It would be one thing if 
this was the first Madden game to 
have a franchise mode but that’s 
just not the case. The game also 
deletes the statistics of players 
after they retire. So, if you have a 
running back that spent 15 years 
in the league he will be tossed into 
the football abyss once he retires, 
his career stats wiped out forever. 
A couple of bright spots are that 
you can finally dump all of the 
players into a common draft pool 
and redraft a league (franchise or 
single season) from scratch and 
the college draft is finally a full 
seven round affair. Even with its 
basic formula, it does the job in 
keeping the rosters dynamic and 
the feeling of building a good 
team is a rewarding one. 

Perhaps the best reason to give 
Madden 2001 a look is due to its 
online play. If you are an online 


football junkie then Madden 2001 
is a much better experience. EA 
Sports has set up a user-friendly 
lobby where in you can set up 
games, check a player's ping rate, 
and whether the player has a habit 
of disconnecting (quitting) once 
behind in a game. The best part of 
all this is that the game plays 
smooth on a 56K connection and 
you can use online play in fran- 
chise leagues with up to 31 people. 
The biggest gaff is that EA Sports 
teamed up with AOL and the user 
name database is shared with that 
of AOL’s Instant Messenger, it even 
registers you as an AOL /M user. 


Worth the trouble? 

Madden 2001 is the Jekyl and Hyde 
of computer football. There are 
times when it plays like a dream; 
conversely there are times that it 
plays more like the Arena Leagué 
rather than the NFL. If you skipped 
Madden last year, Madden 2001 is 
a smart purchase. Even with its 
shortcomings it’s a fun game; you 
just can’t take it too seriously as a 
simulation of pro football. If you 
are a Madden fan who isn't into 
playing online, then the decision 
as to whether or not it’s worth 
another $45 bucks becomes a bit 
more difficult. —William Abner 
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Cain internalizes a new talent. 


ith Sanity: Aiken’s Artifact, | 

developer Monolith takes | 

the magic system common 
to fantasy role-playing games 
and recasts it with a psionic- 
powered theme appropriate to an 
action-adventure game inasci- | 
ence-fiction setting. Powered by 
the Lithtech 3D engine, Sanity is a 
visually attractive game that 
combines a satirical and enter- ! 
taining story with the traditional 
puzzle solving and combat ele- 
ments of an adventure game. The 
puzzles are not particularly diffi- 
cult, however, and the single- 
player combat is generally just 
annoying. While the game offers 
little of the challenge that you 
might expect from an action- 
adventure game, it does succeed 
in generating an amusing comic 
book feel that make it a decent 
choice if you value style as much | 
as you do gameplay. ! 

Set in the middle of the 21st 

century, Sanity follows the story of | 
Department of National Psionic 
Control (DNPC) Agent Cain as he 
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begins a routine investigation, 
only to find himself unraveling the 
mysteries of his own origin and 
the origins of psionic powers 
themselves. In the process, Cain 
will have to battle a series of rogue 
psionics, their minions, and his 
own brother... and save the world 
while he is at it. Cain, whose voice 
talent is provided by rapper Ice T, 
is the quintessential action hero— 
extremely rough around the edges 
but with a good heart and truly 
committed to ensuring that 
humans and psionics live in har- 
mony. As the story opens you'll 
find Cain’s colleagues preoccupied 
with a recent scandal in which he 
killed innocent bystanders during 
a heated battle. To keep his posi- 
tion, Cain has volunteered to 
accept a violence control chip 
implant that will disable him if he 
attacks an innocent. What this 
means in the game is, of course, 
no shooting bystanders for sport. 


Pulp Fiction 

Overshadowing a storyline that 
alternates between science fiction 
and satire is a definite comic book 
feel; an ambience strongly aug- 
mented by the eccentric carica- 
tures masquerading as the psionic 
supervillains that Cain must face 
at the end of each of Sanity’s six 
acts. Sanity’s story suffers from an 
uninspiring beginning, but it 
gains momentum and becomes 
more compelling over the course 
of the game. If you can make it 
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“UPSIDE 


Colorful story and graphics 


Cain seeks the psionic master of illusion. 


Sanity: Aiken’s Artifact 


“lam no more humble than my talents require.” 


through the mediocre writing and 
voice acting of the first act you 
will find converging plot threads, 
more interesting characters, and 
improved acting. If you make it 
this far, you'll also be hit with a 
plot twist that is so surreal and 
silly that you won’t know whether 
to laugh or cry. But you'll definite- 
ly want to finish the game. 

Sanity’s psionic powers, 
referred to as talents, behave more 
or less like magic spells found in 
many computer role-playing 
games. Using talents drains your 
sanity, which explains why the 
supervillains in the game (all 
members of the first generation of 
humans to acquire psionic powers) 
are a few bricks short of a load. 
Sanity is one of two character 
attributes in the game (health is 
the other), and it plays the same 
role as mana (or spell points, or 
whatever) in games that feature 
magic. A talent’s cost in sanity is 
directly proportional to its power 
and area of effect, and sanity only 
recharges in a limited fashion. 
Fortunately slain enemies usually 
turn into vials of sanity and 
health, and Cain gets upgrades of 
both sanity and health at the end 
of each chapter. 

Cain begins the game with only 
one talent; more are acquired from 
dead enemies and in secret hiding 
places along the way. The talents, 
which look suspiciously like trad- 
ing cards before Cain “internal- 
izes” them, are divided into eight 
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Puzzles are easy and combat is tedious 


[top] Talent cards and sanity and 
health level-ups. 


[bottom] Bargaining for a talent. 


elemental totems: fire talents, sun 
talents, lightning talents, illusion 
talents, death talents, demon tal- 
ents, science talents, and truth 
talents. Each of these totems 
(except for fire and truth) has 
been created by one of the game’s 
supervillains. Before the game is 
through, Cain will master all of 
them. Each of the totems contains 
variations on the same theme—a 
missile attack, area attacks, a 
shield—as well as unique talents, 
such as levitation, invisibility, 
telekinesis, and telepathy. In addi- 
tion to the eighty talents that ship 
with the game, more talents will 
be available for purchase from 

Fox Interactive. 


Riding the rail 

Progress in the game depends 
upon completing alternating 
bouts of puzzles and combat 
engagements. Each chapter has a 
central area or areas with rooms 
radiating from it, and in most 
chapters the game adheres to a 
relatively strict formula. Complete 
a puzzle, return to the central 
area, fight a few minions, com- 
plete a puzzle, rinse, lather, and 
repeat. The game is extremely lin- 
ear and you will rarely be at a loss 
for what you need to do next. 
When you find a puzzle, it is often 
readily apparent how the puzzle 
works—and how it can be solved. 
Indeed, partisans of really tough 
games—those who found Tomb 
Raider: The Last Revelation stimu- 


lating, for example—are sure to be 
disappointed by this aspect of the 
game. Even the terminally impa- 
tient may at times feel that their 
intelligence has been insulted. 
Cain's athletic aptitude is one of 
the more quirky characteristics of 
the game. Cain is incapable of 
jumping or climbing, and must 
rely on his Levitate talent even to 
overcome the occasional small gap 
in the pathways. The upside is 
that the game is not filled with 
tiresome jumping puzzles. The 
downside is the damage dealt to 
your suspension of disbelief when 
Cain is unable to pass even a 
knee-high fence. 

With the completion of each 
puzzle, you usually return to a 
large, arena-like room, all of the 
doors to the room suddenly close, 
and three or four minions instant- 
ly appear. Once you have dis- 
patched them, the doors spring 
open and you are permitted to 
continue with the story. The com- 
bat in the single player game 
undermines whatever creativity 
the diversity of psionic talents 
might have permitted. The Al 
minions, whether relying on mis- 
sile or area attacks, are extremely 
efficient; the only way to avoid 
them is to keep running around 


the perimeter of the room in a cir- 
cle, occasionally stopping to wear 
them down with a quick missile 
attack of your own. Unfortunately 
it is often impractical to use the 
more elegant attacks, such as area 
attack and summoning talents, 
because they take much longer to 
cast. If you stop to cast one, you 
can be certain that you will be 
overwhelmed. This applies most 
especially to the battles against 
the end-of-chapter bosses and 
their omnipresent allies. 


Lights! Camera! 
Multiplayer action! 

Sanity boasts attractive, extremely 
colorful 3D graphics, and these 
graphics are enhanced by the 
vibrant psionic talents. The camera 
is locked into a more or less iso- 
metric view centered on Cain, and 
can be rotated around him as well 
zoomed. There are plenty of occa- 
sions when you'll wish you had 
three hands—one on the arrow 
keys to direct Cain, one on the 
mouse to move the cursor, and 
one to rotate the camera to the 
most useful angle. Right-handed 
players (when not in combat) may 
even find themselves in the awk- 
ward position of having their left 
hand on the arrow keys and their 


right hand crossed over on the 
default camera controls at the left 
side of the keyboard. 

The usual paradox of third-per- 
son 3D games applies—you need 
to zoom in all the way to truly 
appreciate the 3D, but you'll need 
to zoom out all the way to effec- 
tively direct Cain—especially in 
combat. It would be nice if the 
game supported a first-person (or 
over-the-shoulder third-person) 
view mode—that way you could 
get in close and still keep tabs on 
what was going on around you. 

Multiplayer Sanity is relatively 
limited—it can currently only be 
played in deathmatch mode. 
Hosts can limit talents and totems 
and choose from thirteen sharp 
multiplayer maps, which reflect 
the basic themes of the single- 
player chapters but which, almost 
all restricted to a horizontal 
plane, are extremely basic and 
relatively small. In multiplayer 
you can play as Cain or anyone of 
the supervillains from the single- 
player game, but unfortunately 
you can't set up Al bots to partic- 
ipate in the skirmish. 

If evaluated by the standards of 
pulp comics, Sanity has all of the 
elements of good storytelling— 
memorable characters, wild plot 


YOUR CRIES. | AM THE ON’ 
YOU WILL FEEL MINE. 


twists capable of drawing diverse 
story genres together, and dia- 
logue that is often as campy as it 
is entertaining. If you are enter- 
tained by style alone, this game 
may be right up your alley. If you 
also want truly challenging puz- 
zles and combat that rewards cre- 
ativity, however, you may be a bit 
disappointed. —Nick McElveen 
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odern tank sims rumble on 

the scene, and they rumble 

off, usually leaving you feel- 
ing disappointed. Some have been 
close—even agonizingly close—but 
none have ever quite captured the 
feel of modern tank combat. Well, 
that is until Stee/ Beasts came out. 
In another case of “little guy pub- 
lisher/little guy developer do hard 
core gamers good,” this simula- 
tion—one turned down by the oh- 
so-foolish big-boy publishers— 
does what nothing from the major 
publishers has done well, and rep- 
resents much of modern tank 
combat in a way that causes you 
to go, “Wow!” ... even as you're 
getting pummeled. Yes, there are 
some rough edges—and some of 
them are quite rough (the legacy 
of a small development budget)— 
but even they can’t saw through 
the heart of oak that is the game- 
play of this title. 


Meeting the beasts 
The stars of the show are the U.S. 
M1A1 Abrams and the German 
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Steel Beasts 


As tough as depleted Uranium nails 


Leopard 2A4 main battle tanks. 
Both tanks are fully simulated, 
down to some of the best internal 
“environmental” sounds a tank 
sim has ever had, and the fact that 
you can burn out the MIA1’s laser 
range finder if you use it too 
often. The differences in the tanks 
are nicely captured—you really 
feel like you're in two different 
tanks, not just the same tank with 
different interface graphics. eSim 
had actual tankers (American and 
German) working as part of the 
development team, and it shows. 

Both tanks let you play in either 
the commander or gunner posi- 
tions. While you can’t specifically 
occupy the driver position, you can 
use keyboard commands to issue 
commands to the computer driver 
(some of these commands allow 
fine enough control to pretty much 
let you do the driving). Perhaps 
one of the best of these commands 
is the one that lets you, as the 
commander, basically “point” to 
any area of the visible terrain and 
order your tank to move there—an 
elegant way of solving the problem 
of how to give detailed instructions 
(“move halfway up the hill a mile 
away on our left”) without a com- 
plicated interface. 

The M1A1, while quite a mon- 
ster, doesn't have the newest com- 
mander-position electronics that 
make the M1A2 even that much 
better. If you want to play the 
commander, you'll find your job a 
bit easier in the Leopard (which 


JPSIDE 


Immersive and extremely realistic sim- 
ulation of modern tank combat 


[clockwise] Yeah, they kind of have 
twinkle toes, but infantry—especial- 
ly in woods—can be a real pain. 


Boom! A site that becomes all-too- 
familiar. 


That’s the kind of view a gunner 
likes to see! 


gives you a periscope, a less- 
capable version of the M1A2’s 
“commander's independent ther- 
mal viewer”). If your into gun- 
nery, however, your job’s a tad 
easier if you sit in an MI1A1, at least 
in terms of actually laying your 
gun on target and taking the shot. 

Both tanks get a detailed set of 
tutorials—tutorials that are sur- 
prisingly helpful. While they don’t 
actually lead you through any 
steps in the game (tutorial text is 
presented in a “pre-mission” 
briefing), each specific tutorial 
covers a small enough slice that 
you never feel lost. A nice touch is 
that tutorials that are identical for 
each tank (such as the driving 
tutorials) are generic, so you don’t 
have to replay them when you 
learn a new tank. 

Working through the tutorials 
(and reading the manual) really 
does ease you into the gameplay 
nicely, but don’t be fooled—while 
the game is easy to play, it’s very 
hard to play well. This is not a 
game that caters to beginners, 
but for those looking for a realistic 
and hardcore tank simulation— 
there are no “ID tags,” no auto- 
matic lock-on, or anything simi- 
lar. However, because of the ease 
of getting in, and because of the 
wonderful immersiveness of the 
game, you can still have a lot of 
fun even as you get the snot beat 
out of you (over and over and 
over again). 

In addition to the two stars of 
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Some shaky scenario design, no cam- 
paign, graphics good but not great 


the show you've got an assortment 
of friendly and enemy vehicles— 
Marders, M2s, BMPs, T-72s, and so 
on—and infantry forces (watch out 
for their portable antitank weapons 
in close-in terrain!). Unfortunately, 
it's not a very wide variety at this 
time—several vehicles that were 
planned didn’t make the cut. 

More disappointing is the lack of 
any representation of air power. 
Again, it’s obviously planned (the 
M1A\ already has ammo settings 
that include the rare anti-air 
round), but it’s not there yet. 


The graphics question 

If there was one single issue that 
caused controversy during the 
game's development, and that is 
likely to still cause controversy 
now that the game’s out, it’s the 
graphics. Stee/ Beasts runs in only 
640x400 and has no hardware 
acceleration support. For not hav- 
ing 3D accelerator support, the 
game's effects are surprisingly— 
sometimes even shockingly—effec- 
tive. You'll get a visceral quiver 
when you see an artillery barrage 
coming in on a distant ridge (let 
alone when it comes in on you). 
You crest a hill and you feel like 
you can see forever... until you 
realize that the distance is shroud- 
ed in a haze that may conceal 
enemy movements. The terrain 
rolls very believably, and the rep- 
resentation of forested areas is 
probably the best yet seen ina 
tank game (complete down to the 


audio, which has bushes and trees 
swishing if you decide to crash 
through them). 

Nevertheless, there are down- 
sides. Higher resolutions (with or 
without 3D support) would’ve gone 
a long way towards making clarity 
even better. The maps, while huge 
and generally wonderful in-and- 
of-themselves, often feel the 
same—patches of forest with large 
swathes of open terrain, and 
maybe some dirt roads hither, 
thither, and yon. There are some 
terrain differences—some terrain Is 
a lot slower, for example—but 
visually they re just different tex- 
tures on the ground, and not true 
3D differences. 


Scenario shenanigans 

The game revolves around its hand- 
crafted scenarios, and here it both 
shines and shows some of its rough 
edges. While the Al for individual 
vehicles, or stations on vehicles, is 
pretty good, there is no overall 
strategic Al. Because of this, each 
scenario must be handcrafted, with 
the scenario designer exactly laying 
out the enemy’s battle plan (using 
the same powerful tools available to 
you to lay out your battle plan). 
There is some randomness, which 
helps the replay factor some, but 


lack of a strategic Al means that 
there’s no facility for random bat- 
tles. There is also no campaign 
whatsoever—neither “dynamic” 
(the lack of a random scenario 
function precludes this) nor linear 
or tree-based—the scenarios are all 
you get. 

Oh, but what scenarios! They're 
exciting, they’re realistic (at least, 
to this non-tanker), and best of 
all, they re quite varied. The sense 
of immersion you get from them is 
amazing—you fee/ the tension as 
you head out on that rescue mis- 
sion, and the disappointment 
when you arrive too late, the force 
you were to rescue is wiped out, 
and you have to fight your way 
back to base. There are recon mis- 
sions, defensive missions, meeting 
engagements, and more. Some of 
these battles are huge, but best of 
all, you can play almost any of 
them at the level you want. If you 
just wanted to be a gunner, go for 
it—you can pretty much ignore the 
map, trust to your commander 
(and the Al tank commanders are 
very good), and live life at the 
low, uninformed level (although 
you'll be sorely tempted to look at 
that map once in while). Or you 
can play the tank commander, 
realistically (more so than in any 


other game) forming a “hunter- 
killer” team with your gunner. And 
So on all the way up to comman- 
der of the whole battle, playing 
the game more as a real-time 
wargame from the map view. 
Despite these positives, there 
are some rough edges to the sce- 
narios. The scenario descriptions 
often don’t exactly specify the 
objectives (at least in a way the 
game recognizes them), so you 
may think you've finished a battle 
only to be told you've met “0 of 
2” objectives. Even worse, it turns 
out that many of the scenarios 
may have problems with their 
end-of-battle “triggers,” so even 
if you've really met the stated 
objectives, the game doesn’t end, 
and if you end it you get a failure 
message. This isn't a problem with 
the game engine itself, but with 
the designers, and is something 
eSim and Shrapnel need to 
address immediately, as it hurts 
the game more than anything else. 


Your enemy, your ally 

And to top it all off, Stee/ Beasts 
offers up one of the most flexible 
multiplayer schemes ever seen in a 
tank sim (or any sim). Basically, if 
a scenario allows a human to con- 
trol at least one unit, it can be 


played multiplayer, up to the limit 
of the number of human-control- 
lable units. You can mix and 
match your players as you like: 
give one command of a platoon of 
tanks, one command of a tank 
within that platoon, another a 
command of a mixed company of 
tanks and infantry, and give the 
last fellow command of the entire 
enemy force. You can even use the 
multiplayer mode to add to your 
single player experience. 

Even better, you can—final/y— 
join with another player in the 
same vehicle, acting as a hunter- 
killer team in cooperative mode, 
with one in the gunner position 
and one as the commander. It 
could be better (for example, why 
don't the commander's orders to 
the gunner to scan the turret left 
or right show up on the human 
gunner’s display?), but it’s a huge 
first step. 

With a bigger development 
budget the rough edges could've 
been polished, the functionality 
expanded, and this would've 
been one of the best sims of any 
kind ever. As it is, it’s still won- 
derful, and still the best simula- 
tion of modern tank (and maybe 
just tank, period) operations 
ever. —Scott Udell 
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Terrific racing model, good Al, per- 
fect weather effects, low system 
requirements 


The most well-rounded F1 simulation on the market today 


n the increasingly competitive 

Formula 1 racing genre, sequels 

are usually updated every year 
or two. Expectations are typically 
graphical enhancements, team 
and driver updates and the addi- 
tion of new circuits or changes to 
existing ones. When a sequel 
takes twice as long as anticipated 
for release, such as the case with 
Hasbro's Grand Prix 3, expecta- 
tions can skyrocket. Thankfully, 
Geoff Crammond’s latest simula- 
tion is well worth the wait. 


Shooting for the moon 
Speculation near the end of the 
lengthy four year development 
period was that Grand Prix 3 would 
include lag-free internet play for a 
full field of 22 players, incorporate 
a new hi-resolution graphic engine 
that would run smoothly on a PII- 
333, contain the latest tracks and 
teams of the 2000 season, imple- 
ment wet weather racing anda 
career mode that would add depth 
to the title. With the exception of 


Racing 


Hasbro 


Q Pentium II 


2-12 players, 
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wet weather racing, it’s discourag- 
ing that Grand Prix 3 does not offer 
reasonable internet multiplayer 
capabilities at all, is based on the 
1998 F1 season, lacks a career 
mode, and did not ship with a 
completely re-written graphics 
engine. But Grand Prix 3 has it 
where it counts—it’s a damn fine 
open wheel simulation. 

The first thing most armchair 
racers set up is their controls, 
any racing fan worth his steering 
wheel and pedals knows that F1 
simulations demand a third axis for 
their wheel and pedal setups, yet 
Grand Prix 3 only recognizes a dual 
or combined axis. Game menus are 
comprehensive, damn near exhaus- 
tive, and navigation can be diffi- 
cult and even frustrating at times. 
Finding what you are looking for 
more often than not requires 
drilling down through several dif- 
ferent menus to get there. 


Of newbies and sim heads 

It would take far too much space 
here to discuss the Garage and 
Telemetry menus. If you’re a 
beginner, you can be competitive 
with the Rookie setting, but keep in 
mind that as you progress towards 
semi-pro you will need to adjust 
your Car set-up in the garage to 
keep up with the pack. In prepara- 
tion for your first race you’re pre- 
sented with an abundance of 
choices. Take a short cut and go for 
a Quick Race, which allows you to 
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select your starting position, or 
choose Practice, (great for hot 
laps), Non-Championship Race or 
Championship Season. Select your 
favorite Team and Driver (thank- 
fully Grand Prix 3 lets you use your 
own persona); and pick a level of 
difficulty from Rookie to Ace that 
matches your driving ability. 

Grand Prix 3 also includes 
numerous driving assistants such 
as Auto Brakes, Auto Gears, 
Throttle Help, Steering Help, 
Suggested Gear, and others that 
when activated makes the car 
nearly drive itself. There are so 
many possible configurations that 
Grand Prix 3 is approachable for 
newbies, yet at full realism 
remains challenging for veterans. 

Breakdowns include Suspension, 
Engine or Transmission Failure, 
Puncture, Loose Wheel, Oil or Water 
Leaks, Brake and Electrical 
Problems, and Throttle. All of the 
breakdowns were active during 
testing and only a Brake Failure 
occurred, which the pit crew amaz- 
ingly repaired in about 14 seconds, 
including a four-tire change and a 
tank of fuel. Other drivers suffered 
other problems as smoke emanated 
from blown engines. 


OK, so it’s not 

as pretty as F1 2000 

Grand Prix 3 automatically con- 
figures recommended graphics 
resolution and texture detail set- 
tings by running a short demo 
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Clunky interface, weak multiplayer 
support, average graphics, lightning 
fast pit crew 


Hold on, I’m gonna’..a..aa..aaa- 
chooo, thanks. 


Place your bets! The infamous 
Casino at Monte Carlo. 


Accelerating out of the German 
forest, beware of Frenchman in 
ponchos. 


after installation. You can over- 
ride the Auto Configuration 
manually with toggles for tex- 
tures on curbs, fences, track, 
hills, smoke and track-side 
objects, which are also selectable 
for display in your mirrors. When 
testing controller settings, it’s 
was obvious that more attention 
for brake sensitivity was 
required, which was dialed in 
after a fair amount of tweaking. 
The default cockpit view is far 
too close to the wheel, narrowing 
your field of view, thankfully 
there is a feature that allows you 
to pan back, allowing a much 
wider perspective of the track. 

The visuals overall are middle 
of the road. Backgrounds, pit 
crews and even cars are rendered 
in 2D. The background images are 
very realistic, obviously painted 
by artists who enjoyed their work. 
Pit crews are nothing more than 
2D sprites, capable of completing 
their assignments at a rapid pace, 
regardless of how many repairs 
may be required. Trees are blocky 
and pixilated, though you’l| 
never notice while racing; only 
during replays did it become 
apparent. Clipping is present 
though not rampant, only dis- 
tracting when you notice another 
car behind a barrier. 

Cars are a blend of 2D bitmaps 
and 3D polygons, which snap into 
full 3D polygonal glory when up 
close; otherwise they’re a bitmap 


representation. Switching 
between 2D bitmaps and 3D poly- 
gons is unnoticeable unless you 
actively look for it. This approach 
explains why the game runs so 
fluidly when compared to F1 2000 
and Fl World Grand Prix. Tires 
have a strange opaque glazing 
(like on a donut) that just plain 
looks weird; it’s uncertain what 
the developers were trying to 
accomplish with that appearance. 
Wet weather racing is always a 
welcome addition, provided the 
game can run fluidly. F7 World 
Grand Prix suffered from stuttering 
frame rates in the rain, and F7 
2000 has such high system 
requirements on a clear day it’s 
understandable why wet racing 
isn’t even an option. It’s here that 
Grand Prix 3 stands proudly above 
all others, its wet weather racing is 
positively outstanding. In fact, wet 
racing doesn't begin to describe it, 
environmental effects is a better 
interpretation. Here's an example: 
a race starts out overcast with rain 
threatening, still present are rays 
of sunshine poking through at dif- 
ferent areas of the track. Several 
laps later the skies darken and it 
starts raining lightly on portions of 
the circuit. A majority of the track 
remains dry with puddles and wet 


Blair Witch Volume I: Rustin Parr 
Rustin Parr combines traditional adventure elements 
such as research, exploration and puzzle-solving 
with a healthy dose of heart-pounding action to create 
a frighteningly cerebral gaming experience. 
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surfaces visible in less traveled 
areas. As the race progresses it 
begins to rain harder, the racing 
line is no longer dry and rooster 
tails are kicking up from behind 
each car. Reflections of cars, 
grandstands, buildings, curbing, 
and crash barriers can be seen on 
the shiny track surface. Still further 
into the race the clouds gradually 
break up, the racing line slowly 
dries and the sun returns again. 
It’s a remarkable achievement as to 
how smoothly these weather effects 
are incorporated without incurring 
any penalty to frame rates. 


Meat and potatoes 

Racing in Grand Prix 3 is excellent, 
drivers don’t get too close, remain- 
ing within striking distance if you 
slip-up and always behave like 
professionals. Engine sounds are 
very well done, so well in fact that 
you can time your shifts by sound 
alone, eliminating the need to take 
your eyes off the track to view your 
RPM display. Crash sounds have a 
realistic, weighty feel while skids 
and driving over curbing are prop- 
erly queued. Sadly, that’s about it 
for sounds. Your crew chief is 
silent, your opponent’s engines are 
silent, and the crowds are silent. 
Pit/race information is conveyed 


Blair Witch Volume II: The Legend of Coffin Rock 
Human Head Studios infuses the power of Nocturne™ 
technology with Resident Evil-style game play, 
making The Legend of Coffin Rock a uniquely 
satisfying romp through hell on Earth. 


by text displayed at the top of 
your screen. 

Driving over curbs and rumble 
Strips, combined with increased 
force required to turn the wheel 
during high speed cornering are 
all well executed with a force 
feedback wheel. Damage is 
geared towards keeping you in 
the race unless you totally screw 
up. In other words, you can rear 
end the driver in front of you or 
hit a barrier pretty hard without 
suffering much damage. 
Completely lose it though, and 
you can expect to see wheels, 
wings and car parts flying, 
bouncing and sliding down the 
track. Multiplayer is limited to a 
serial connection, LAN, a direct 
modem connection or two on the 
same PC taking turns driving. 


BLAIR WITCH™ 


Gathering of Developers proudly announces a three-game series based on the rich mythology behind the blockbuster 

film, The Blair Witch Project™. Haxan Films has granted unprecedented access to its wealth of intricate folklore, 

providing developers Terminal Reality, Human Head Studios and Ritual Entertainment with ample fodder for detailed 

and compelling storylines. These chilling narratives are powered by the awe-inspiring Nocturne™ engine, creating 
infinite opportunities for masterful suspense and blood-curdling realism. 
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entertainment 


What makes Grand Prix 3a 
worthy successor is that 
Crammond and company did 
implement what is most impor- 
tant: solid gameplay based on 
legitimate physics code anda 
very credible Al component, 
which should come as no sur- 
prise, it’s in the bloodline. Grand 
Prix 3 is full of ups and downs, 
but always seems to get it right 
where it counts the most—in flat 
out racing. It’s accessible to 
beginners, runs fluidly on a wide 
range of hardware and incorpo- 
rates the best environmental 
effects yet seen in an F1 simula- 
tion and possibly any racing sim- 
ulation to date. Grand Prix 3 is 
unquestionably the most well 
rounded F1 simulation on the 
market today. —Michael Hicks 


Blair Witch Volume III: The Elly Kedward Tale 
The Elly Kedward Tale focuses on action and will 
feature a spell-based combat system. 


© 2000 Artisan Pictures Inc. All Rights Reserved. “ The Blair Witch Project ” and “Stickman” are the registered trademarks and service marks of Artisan 


Pictures Inc. All Rights Reserved. © 2000 Gathering of Developers, Inc. All rights reserved. 
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See Cataclysm box 


_ BARKING nae Mi for a special offer on 


“ bOG FINAL DESTINATION’ 
available on OVD 9/26 


from the cryo-trays. We had survived the journey to 
Hiigara, our lost homeworld. Then they told us that the’ 


planet we left behind had been destroyed. Our families... 
friends... everyone:not on the mothership — killed. 
Destroyed by an enemy we never knew. 


We realized there was nothing for us on Fiigara. 
No property, no rights, no future for the 
“Sieepers.” So we returned to the stars, fully 
awake this time, to work and rebuild our lives. 


it is ironic, then, that we are the ones to 
discover an alien capable of exterminating 
all life in Sorina galaxy. And only we areina 


Homeworld Cataclysm 
September 2000 


- low-up, it’s a 
example of what 
e strategy should | 
and therefore 


www.homeworld.net 


©2000 Sierra On-Line, Inc. All rights reserved. Sierra, Sierra Studios, Homeworld and Cataclysm are trademarks and /or registered trademarks of Sierra On-Line, Inc. = 
Relic is a trademark of Relic Entertainment, Inc. Barking Dog Studios is a trademark of Barking Dog Ltd. Developed by Barking Dog Studios. ® designates trademarks registered 
in the USA which may be registered in certain other countries. Any other trademarks are the property of their respective owners. © 2000 New Line Home Video, Inc. All rights reserved. 
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New spells and 
minimized pop-up 


New character classes 
and races: Sorcerer, Barbarian 


and Half-orc. 
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he subtitle of this review is 

actual text taken from the 

opening screen of Midtown 
Madness 2, and everyone should 
be thankful that the conscientious 
folks at Microsoft (or at least their 
lawyers) give such good advice. 
Be particularly thankful for the 
“real life” portion of that sen- 
tence, since gamers clearly have 
difficulty distinguishing between 
their virtual and real lives. This 
game, as does its predecessor, 
encourages extreme anti-social 
driving, the kind that even puts 
the fine drivers in the city of 
Boston to shame—lord help us all 
if we took that to the “real” roads 
of the world. 

For those of us who like to drive 
in our virtual lives, the game 
includes a generous assortment of 


Streets of San Francisco... if there aren't 
laws against painting an Aston-Martin 
in these colors, there should be. 


Get out of the way! 


stuff: 20 drivable vehicles (eleven 
are carryovers from the previous 
version), two detailed cities 
(London and San Francisco, the 
unusual geography of which 
makes it one of the most enter- 
taining racing towns in existence) 
and six race types (the single- 
player “Crash Course” is new). The 
cities are superbly rendered, 
though not in the literal sense; 
individual graphic elements in the 
game aren't particularly impres- 
sive, but taken as a whole the 
overall game is attractive, albeit 
rather system taxing. While not 
exact replicas, they do a terrific 
job at conveying the overall flavor 
of the cities. Residents, or people 
that have visited the cities, will be 
able to pick out all of the major 
landmarks, such as Coit Tower, the 


The New Mini is one car you’ll want 
to unlock. 
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Lots of stuff, great cities with lots to 
see, you get to run into and break a 
lot of stuff 


Midtown Madness 2 


Driving in the manner depicted herein in real life is not recommended 


Transamerica Pyramid, and the 
Golden Gate Bridge in San 
Francisco and Trafalgar Square, 
the Royal Albert Hall and Big Ben 
in London (but what’s up with 
London cops driving Mustangs?). 
Be warned: you may need to lower 
your graphic settings for San 
Francisco, as it runs noticeably 
slower than London. 

The single-player race modes 
are considerably easier than they 
were in the first game, though 
you're still stuck with the slightly 
schizoid computer opponents 
(which seem to all have very fixed 
paths through each race) and 
kamikaze cops that are more haz- 
ardous to the denizens of the city 
than you could ever be (thankfully 
they’re slightly less omnipotent 
than they were in the first game). 
You can still use Cruise Mode to do 
banzai runs around the cities, with 
little regard for property or human 
life. The Blitz, Checkpoint, and 
Circuit racing modes are all varia- 
tions on a theme; race along dif- 
ferent routes in the cities hitting 
markers. Some are fixed routes 
(with shortcuts) while others are 
free-for-alls through the cities. 
Multiplayer includes the entertain- 
ing “Cops and Robbers,” a game 
where one (or more) players try to 
steal gold bars while others are 
ramming them with cop cars. 

Unfortunately, a strange design 
flaw essentially kills the solo game. 
The game's new mode, the “Crash 
Course,” is essentially a tutorial, 
teaching you different driving 
techniques that are useful else- 
where by placing you in the role of 
a Hollywood stunt driver in San 
Francisco and a cab driver in 
London. As with most arcade 
games, winning races or complet- 
ing “Tests” in the Crash Course 
unlocks new stuff, new paint 
schemes (yawn) and cars (yay!). 
But you're allowed to access all the 
unlocked vehicles in other race 
modes and the game doesn’t scale 
the competition. For example, 
completing the London Cab sec- 
tion of the Crash Course unlocks 
the Aston Martin DB7—arguably 
the game’s best overall car, fea- 
turing terrific handling, accelera- 


| tion, and top speed. Once it’s 


' you've ever played Driver, that’s 


) GE NRE Psycho Racing 
Pp UB LISH E R Microsoft 
REQUIREMENTS pentium i 


MU LTIP LAYER 2-8 players, 


RATING 


Solo game has odd structure, blah 
physics and damage modeling, occa- 
sional lock-ups 


available, all subsequent races 
(excepting the last couple of each 
type) are laughably easy, as your 
competition is often made up of 
slow vehicles like Minis, London 
Cabs, or even Volkswagen New 
Beetles. Why not break up the 
races into class-specific ones, lim- 
iting players to certain car-types 
per race? 

Also problematic is the 
game’s physics and damage 
modeling, both of which feel like 
carryovers from the first game. 
They both feel too “rules- 
based,” as in “When entering 
turn at 30MPH, go into canned 
spin #2” or “if you hit X cars, 
start smoking.” The cars feel as 
if they have pins stuck in their 
center, with little sense of weight 
transfer, and there is little of the 
slip-sliding that an urban dri- 
ving game truly begs for (if 


the target for exaggerated but 
plausibly realistic handling). 
Damage modeling is essentially 
nonexistent—cars start to look a 
little worse, smoke then crap 
out, with little performance 
degradation until the very end. 
If you've ever experienced the 
awe-inspiring carnage of 
Carmageddon 2, you can’t help 
but be disappointed. 

Because of the innate appeal of 
driving over, under, and through 
other vehicles and buildings, 
Midtown Madness 2 feels like the 
best game in the world—for a few 
days or hours at least. But once 
you've explored all of its features, 
the overall experience somehow 
ends up being less than the sum of 
its undeniably entertaining parts. 
—Steve Bauman 
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ombine the best elements of 

the best WW II tactical games 

of the last decade into, say, 
Steel West Front Close Combat on 
the Prowl. Neat stuff, huh? Well, 
forget it. Big Time Software’s 
Combat Mission: Beyond Overlord 
has just done to tactical games 
what HMS Dreadnought did to 
every navy in 1906; make them a 
measure of past accomplishments. 
To say that Combat Mission is a 
fine game is like saying Tiger 
Woods plays a good game of golf. 
They both take well-known ele- 
ments of their craft and somehow 
create an amalgam transcending 
anything in the past to create a 
new paradigm. Big Time accom- 
plishes this through historical 
accuracy, graphics perfectly fitted 
to the topic, and game play 
exceeding even X-Com. 


Pass in Review! 
Units represent squads, snipers, 
weapon teams, headquarter units, 


THE GOODS 


_ Wargame 
| battlefront.com 


B of RAM; MacOS: 


Pentium 200, 


System 7.5 or Greater, PowerPC 200, 
32MB of RAM 


E ER 2 players, 
hine, PBEM 


same mac 


Windows: 


individual guns and vehicles with 
crews from the German, U.S., 
British, Canadian and Free French 
and Free Polish armies. Infantry 
and crewed weapors reflect 
weight and firepower attenuated 
for range while vehicle main tank 
weapons show penetration values 
at different range and angles. The 
squads, which can be split for 
flexibility, are rated for six experi- 
ence levels with a chance of any 
unit going fanatic. Morale is a mix- 
ture of experience, casualties and 
proximity to headquarters. A bar- 
rage Can cause a green unit to run 
the gamut of all eight stages from 
OK to routed in two one-minute 
turns while an elite squad will hold 
its ground. Movement is not easily 
quantifiable as it’s a function of 
terrain, weather, equipment 
weight, fatigue and whether the 
unit walks, runs, sneaks or crawls. 
Here, movement is an art, nota 
matter of counting hexes. 
Headquarters have added capa- 
bilities. Both platoon and company 
headquarter units have bonus fac- 
tors for morale, stealth, combat and 
command radius. A unit in com- 
mand will react quicker, fight bet- 
ter, move quieter and rally faster 
than one out of contact. 
Headquarters can also substitute for 
dead forward observers (a common 
occurrence) in calling for artillery. 
Vehicles have dual attributes. 
Crews are rated like infantry but 
the vehicles themselves have very 
detailed armor, speed and kill 


Revolutionary approach to WW II tacti- 
cal games, very accessible 


Two American soldiers look out on a village they must attack. This snow scene 
comes from the quick DYO generator. 


PBEM requires too many file exchanges 


Wittmann’s King Tiger goes hunting in the direction of the blue line. The flag 


on the right indicates a victory area. 


Entrenched Germans knock out at American Priest assault gun in the streets of 
Aachen. The Yank infantry moving up will take revenge. 


Combat Mission: Beyond Ove 


Mission accomplished: Big Time Software delivers a big-time wargame 


values. Movement is limited by ter- 
rain more for vehicles than for foot 
sloggers. Weather also hinders 
speed and maneuverability. In 
combat, crews can button up and 
special effects such as a tendency 
to catch fire, rate of fire or particu- 
lar ruggedness are factored into the 
action. Although not all esoteric 
models are represented, the 126 
vehicles and 50 field pieces avail- 
able reflect the most common AFVs 
and artillery in Europe during 1944- 
1945. The infantry weapon invento- 
ry seems to be complete down to 
panzerschrecks and rifle grenades. 


Over Hill, Over Dale 
Terrain is key to any tactical game 
but Combat Mission makes using it 
accessible. Every terrain type in 
Europe is represented; rolling val- 
leys, wooded plains, snow-cover 
villages and grand cities like Paris. 
In the fields, thick hedges, folds in 
the ground and fences provide 
cover. Woods and cliffs make 
movement difficult and create kill 
zones for defenders. In cities, 
houses provide perfect ambush 
sites for sniper and anti-tank 
teams. Troops can go up to four 
Stories to set up observation posts 
and machine guns nests. 
Fortifications such as pillboxes, 
bunkers, mines and barbed wires 
can make up for anything nature 
and civilians didn’t provide. 
However, terrain in 2D can be 
hard to use. Combat Mission's true 
beauty is converting terrain into 


Co,, 4 


3D. The keyboard 
yields eight different levels 
of view. The eighth view is a 
“God's eye” strategic look at the 
whole battlefield, necessary to 
form a plan. The mid-ranges give 
players a better feel for the lay of 
the land. However, the one-level 
and TAB key puts the payer on the 
ground behind a selected unit. 
Now, the importance of folds in the 
ground or the curve of a slope 
becomes immediately apparent. 
Players can actually see why one 
piece of land will cover a crawling 
infantry squad but won’t work as a 
hull-down tank position. Hot keys 
can make the walls of occupied 
buildings transparent to aid in 
positioning your troops. Units can 
easily be lost in woods. A hotkey 
can either remove tree cover or 
enlarge icons to make them easier 
to see. The quality of smoke from 
burning buildings can be changed 
if a computer's resolution is high 
enough. Graphic quality may not 
be up to RTS or sim standards but 
is very good for a wargame. 
Without the hexagons and 
abstracted terrain features of 2D 
games, Combat Mission poses par- 
ticular problems for gamers trying 
to get the lay of the land. The 
solution is the Line of Sight com- 
mand. This function creates a vir- 
tual string from a unit to anyplace 
on the board. Not only does it 
show what is in sight within the 
fog of war limits, it also describes 


' what it touches. 
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good idea for troop placement. 


A Matter of Lines 

Such details seem to promise a 
complicated interface, but Combat 
Mission avoids this through its 
sequence of play, hotkeys and 
command lines. After the initial 
set-up, each player plots his turn 
and then hits the “Go!” button. 
Movement and combat are 
resolved simultaneously in the 
WEGO (as opposed to the tradi- 
tional “| Go, You Go”) sequence. 
Such a sequence allows players 
time to consider moves while 
retaining the suspense and action 
of seeing armed men and steel 
collide. The immediacy of RTS is 
combined with the control of turn- 
based games. 

The ease of play is apparent 
during the set-up phase. Clicking 
on a unit brings up a line leading 
to the unit's commander. If the 
line is reddish-brown, command is 
established; if not, that unit is out 
of command. Being out of com- 
mand is not necessarily dire; it just 
delays execution of commands 
and makes rally harder. Even in 
set-up, the Line of Sight command 
is vital because a unit should be 
set where it can see something. 
You can start your troops off 
embarked on vehicles, or 
ensconced in strategic nooks cov- 
ering vital ground. 

The orders phase is the heart of 
the game. You can give orders to 
individual units, groups you select 
by clicking and dragging, to entire 
formations. You can just right-click 
on a unit for a menu of orders, or 
you can use hot keys to expedite 
things. Your orders show up as col- 
ored lines tracing from your units 
to their objectives or targets, do at 
a glance it’s pretty easy to see 
who's doing what to whom. 


Germans mount a rear-guard defense of a bridge. This high-level view gives a 


Movement commands for 
infantry include the usual “walk”, 
“run” and “crawl.” Also included 
are sneak’, quiet movement 
aided by a good officer and 
“hide”, where soldiers try to 
become one with their environ- 
ment. After you select a command, 
the cursor stretches to the goal, 
showing the terrain. Clicking 
establishes a waypoint. Movement 
can be broken into a series of way- 
points with different commands at 
each point. Scared to look around 
a corner early? Use the “Pause” 
command to delay risky moves 
until the end of the turn. Vehicle 
movement is similar with the 
exception of the obvious “reverse” 
and “rotate” commands and 
“hunt”. “Hunt” allows the player to 
move an AFV slowly while the vehi- 
cle commander uses his own initia- 
tive in selecting targets. 

Combat commands include the 
usual “target” command but 
players should use this sparingly. 
Unit Als are very good at engag- 
ing spotted targets, even by 
sound. Intervention is necessary 
only when two equal targets are 
present. An exception to this 
hands-off approach is the 
“ambush” command that allows a 
waypoint-like spot where the unit 
holds fire until an enemy is there. 
Of course, smoke should be 
applied to taste. 

Once the WEGO phase is started, 
action comes hot and heavy. 
Tracers mark the sky, screams and 
explosions rend the air and lines 
mark targets and positions of 
spotted attackers. Men run and 
vehicles burn. Miss something. The 
replay feature allows all view 
functions so the player can find 
out “who hit John”. 


& pdr Antitank Sun 
r CONSCRIPT 
Pa 2 
nit AMMO 


E44 
(START PAUSE 


bo.44: Bere 
PACK | PWe 
: aia 


Three moves later, Wittman lights up the outskirts of Villers-Bocage. 
The roundels are suspected British position. 


Dark and Bloody Grounds 

The fifty scenarios included in ! 

Combat Mission cover every major | 

action between June 1944 and May 

1945. There are also one tutorial 
' and two training missions. 

Scenarios are divided between 
| battles and operations. Battles 
represent single actions lasting a 
few minutes to several hours 
involving up to a reinforced bat- 
talion. Operations are linked bat- 
tles where losses are carried over 
and supply issues are raised. 
Unlike other games’ campaigns, 
unit quality does not change, 
given the short time span. 

When these scenarios grow old, 
you can create new battles in two 
ways. A fast do-your-own function 
lets you set general parameters and 


then does the rest, while a full map 
and force editor lets you create 
detailed scenarios. The Al opponent 
is crafty on defense but a bit reck- 
less in attack. For more challenge, 
try real people. You can take on 
human foes via hotseat and PBEM 
play with TCP/IP coming in a patch. 
PBEM works but takes twice as 
many exchanges as it should. 

Combat Mission (available only 
directly from www. battlefront.com) 
won t drive other games off hard 
drives. Many older systems are 
good and comfortable, and cover 
more of World War Two. Yet, any 
new tactical game will now have 
to meet Combat Mission's stan- 
dards. The designers of those 
games may have an insurmount- 
able task. —/im Cobb 
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A Red-Devil half-squad crawls out on a night recon. Their combat stats are 
shown in the black box and the reddish line tracks to their CO. 
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I’m sure just about everyone’s played a round or three with this guy. 


Microsoft Golf 2001 


Attention K-Mart shoppers, your golf game is here 


t's hard to understand why Bill 

Gates and crew bothered to 

continue the Microsoft Golf line 
after the Redmond-based behe- 
moth bought out Access Software. 
After all, what sense did it make to 
continue publishing this cut-rate 
series of golf games when the 
designers of the award-winning 
Links LS franchise had been 
absorbed into the collective? 

The answer actually came last 
spring, when it was announced 
that Microsoft Golf was the top- 
selling computer sports game of 
1999 with 154,000 units sold. Of 
course, such success doesn’t 
mean that you should join the 
crowd. Before you give Bill and 
Steve any more of your money 
(back away from that copy of 
Windows ME, pal!), note that the 
latest edition in the line, 
Microsoft Golf 2001, is really 
nothing more than a redressed 
Links LS 2000 offered at a bar- 
gain basement price. As you 
might expect, this is both good 
and bad. The gameplay is 
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2-4 players, 


/ Internet 


aE VERYONE 


I 


extremely dated, not a surprise 
since a year has passed since the 
arrival of Links, which was well 
beyond its “Best Used Before” 
date even then. On the other 
hand, there’s no denying that this 
is still a reasonably deep simula- 
tion of golf. And when you throw 
on that cheap sticker price, this 
package can become quite 
attractive for some. 

But it’s still very unattractive 
for most. Basically, if you’ve 
played Links LS 2000, you know 
exactly what you're going to get 
in Golf 2001. Excellent physics, a 
selection of attractive courses, 
easy to embrace gameplay, anda 
raft of internet options. For the 
money, this is a very complete 
game. Unfortunately, the first 
three words in that sentence are 
more important than the last six. 
While everything here is certainly 
good, it’s good in a 1997-98 sort 
of way. There’s only so much you 
get for $19.95. 

The gameplay is merely accept- 
able. Despite the presence of the 
top-notch Links LS engine power- 
ing the physics, many consumers 
require more of a golf game these 
days than a ball that bounces the 
way that it’s supposed to. 
Although everything functions as 
it should once club meets ball, 
getting there can be a problem. 
There are three control options in 
the game—one-click, two-click, 
and the Powerstroke mouse-swing. 
Only the first two are actually 


usable. Powerstroke is hampered 
by an extreme lack of customiza- 
tion. The cursor must remain in a 
tiny box at the bottom of the 
screen throughout each swing, 
and you can only “swing” hori- 
zontally. This results in an awk- 
wardness that simply ruins any 
pretenses at authenticity. Keep 
this is mind if you're one of the 
many recently converted by PGA 
Championship Golf 2000's bril- 
liant TrueSwing 3 to mouse-swing- 
ing in golf games. You'll want to 
stick to the “classic” two-click 
interface here. 

Golf 2001 does include a sur- 
prisingly full feature set for such 
a low price. There are ten modes 
of play, from standard stroke 
through more esoteric pastimes 
like Bingo Bango Bongo. Seven 
familiar courses are featured. 
There aren't too many PC golf 
fans who haven't logged time at 
Bighorn and Mauna Kea. Full 
Internet play is offered, though it 
can be tough to find an opponent 
even on dedicated servers like the 
MSN Gaming Zone. Odd to see 
this scarcity considering the 
number of copies being sold, but 
that does speak for the game’s 
appeal to casual gamers uninter- 
ested in multiplayer. 

The problem here is that virtu- 
ally all of the above good points 
have been eclipsed by other 
products. However, Go/f 2001 is 
still a great stocking stuffer or 
birthday present for dad ora 
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The stunning background at Three 
Canyons would have been better 

appreciated if | hadn’t played this 
round with the atrocious Powerstroke. 


favorite uncle. It’s only $20. It’s 
packed with features and is easy 
to learn. At the same time, you 
probably won't want to buy it for 
yourself. There are better, more 
challenging alternatives out there 
for just $10 or $20 more. PGA 
Championship Golf 2000 is clear- 
ly the best golf title on the mar- 
ket, and Links 2001 is on line to 
ship in October with added fea- 
tures that should warrant a close 
look. Keep the above points in 
mind if you’re looking to step out 
on the virtual links yourself. But 
it’s still better than giving dear 
old dad another tie. —Brett Todd 


This animation was done so long ago 
that the model must be dead. 
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Interesting environments 


Beyond Atlantis 


Getting there is nine-tenths the hell 


DOWNSIDE 
Everything else 


tlantis seems like a natural 

setting for an engaging puzzle 

game and, truth be told, there 
are occasional flashes of real 
panache in the visuals of Beyond 
Atlantis. Indeed, there is often 
quite a bit that’s interesting in the 
environment that you re painstak- 
ingly navigating through in your 
efforts to merely reach the under- 
sea kingdom. But the road you're 
on is fraught with more monoto- 
nous busy- (and worse, guess-) 
work than any civilization that 
doesn't belong on the ocean floor 
could conceive. 

Puzzle games are surely the 
most difficult to design of any 
genre, which is why so few stick 
out. The line between challenging 
tasks and those that simply irritate 
is a delicate one at best. Myst is 
the only real supernova of the 
genre, and not for its puzzles per 
se (anyone else remember a safe 
combination embossed on a steel 
wall you had to rotate an entire 
observatory to find?). Like any 
other breed of game, adventures 
thrive or die on their ability to 
transport you to another place. 
Atmosphere’s the thing, and they 
either have it or they don't. Myst is 
more than just a gorgeous (in its 
day) dreamscape replete with psy- 
chos cackling at you from book 
pages and unsettling ambience; 
the tasks and topography tap into 
childhood fantasies that gamers 
and even non-gamers hadn't con- 
sidered in years. When you get a 
rocket ship that’s powered by a 
piano up and running, your ela- 
tion is real and justified. 

As with DreamCatcher’s The 
Crystal Key and the game's own 
predecessor Atlantis, Beyond 
Atlantis offers none of this giddy 
elan—not even close. The tasks set 
before you are menial and surpris- 
ingly labyrinthine. You travel from 
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lreland to China to the Yucatan: 
collecting stamps, reorganizing 
dishes, computing Mayan math 
and repeating endless sections of 
birdsong. Then, after you've final- 
ly, finally, reached the subter- 
ranean gates, you have to go back 
all over again and scavenger hunt 
for more stuff, including an Actual 
Wooden Stick. 

Meant to keep you hooked 
along the way are the over 60 
characters promised on the box, 
all of whom dole out gob after gob 
of sterile exposition with all the 
emotional resonance of a Godzilla 
movie (actually, make that 
Mothra). The spottily lip-synched 
words take you right out of it, 
which is especially bad since 
there's so much that’s required lis- 
tening. And it’s tinny to boot—the 
actors sound as if they're speaking 
from inside a giant MRI tube. Even 
the Atlantean mythos is spewed as 
semi-illiterate dogma about the 
Dark and the Light. How could 
such an unimaginative culture 
tame black holes? 

Finally, why is moving around 
always such a pain in puzzle 
games? Here you have a 360- 
degree view while stationary, but 
navigation is pathed in one or 
two directions at most. The art- 
work sluggishly reloads after a 
second or two each time you 
move—every single time—includ- 
ing when you re trying to dodge 
spiders in a giant web. The sim- 
ple act of locomotion is so drain- 
ing that you forget about the 
beautiful, unreachable vistas 
shimmering all around you—and 
quickly. Every mini-quest is so 
prolonged that you look forward 
to swapping out the next CD just 
for one little rush of accomplish- 
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Is “Perfection” still in the garage? 
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As we all know, Irish monks specialize in cryptic Atlantean lore... 


ment. (And since the swapping is 
so frequent, this might not even 
be a Bad Thing.) Even the save 
game system is screwy, since the 
images corresponding to each 
game all look identical. 

To be fair, there’s a certain type eee en 
of gamer for whom the game’s = 
voluminous cavalcade of tile puz- 
zles and minutiae is probably the 
stuff of unbridled joy. Taking a 
telephone apart can be fun, 
too...when you're five (and every- 
thing’s a toy). But this game does- 
n't make you feel five again, or 
evoke a five-year-old’s sense of 
wonder about mechanisms, or 
about Life. The box invites you to 
“step into the land of dreams and | 
legends” and immediately sets ! 


you to work scrubbing floors, 
threading needles, picking up 
somebody else’s cosmic drop- 
pings. It sucks you right to the 
bottom. —Kelly Wand 
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No, you can’t step on him, it’s a 
puzzle game. 
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F1 World Grand Prix 
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Nice graphics, good licensing, fun 
arcade racing 
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[clockwise] A look at Eau Rouge, Belgium. 


For Your pit crew movie, F1 cars now 
have DVD players on board. 


More on track options 


A rainy start 


Action-filled racing that’s good for newbies but aanoying for veterans 


1 World Grand Prix, the sequel to 

last year’s Official Formula One 

Racing, is the result of the com- 
bined efforts of Eidos and French 
developer Lankhor. The fact that the 
sequel was released shortly after F7 
2000 and before Grand Prix 3 puts 
it squarely between a rock and a 
hard place as it unashamedly tries 
to go wheel to wheel with one of the 
best F1 sims to date and a game 
that shows tremendous promise. 

F1 World Grand Prix simulates the 
1999 F1 season and includes all 16 
circuits, 11 teams, their cars and 
their data. Race options include the 
usual Quick Race where you select a 
track, number of laps/cars and 
start racing. Single Race is the same 
as Quick Race with the options of 
Practice, Qualifying and Warm Up 
prior to the race and of course a 
full-blown Championship Season. 

Arcade mode easily offers the 
most racing excitement, but suffers 
from several inconsistencies in 
handling physics and severely 
lacks in the computer Al depart- 
ment. Simulation mode amplifies 
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several of the Arcade mode short- 
comings, while diminishing many 
of its strong points. At most starts 
you can overtake several cars in 
the field before the first turn—yet 
in Simulation Mode all you see at 
the start is your competitor’s rear 
spoilers disappearing into the hori- 
zon. Braking input is overly sensi- 
tive, lacking progression, requiring 
an overly soft touch to avoid lock- 
ups. Tinkering with brake balance 
doesn’t help much, and Simulation 
mode only aggravates it. Wet 
weather racing results in an overly 
cautious Al, braking far sooner for 
upcoming turns than need be. On 
tracks like Hockenheim the differ- 
ence in approach speed is so pro- 
nounced that Al driven cars appear 
to be moving in reverse. 

Collision avoidance is pro- 
grammed to keep your race in 
progress, CPU controlled drivers 
fear you as though you had a 
nuclear device attached to both 
wings and will drive right off the 
track, stop completely, or run into 
each other in order to keep their 
distance. Passing is as simple as 
getting the inside line—they con- 
cede and give you the room. 
Damage modeling is simplistic, a 
blown tire, flapping front wing, 
twisted rear wing, and stress 
cracks in the shell are about it. 

The game’s graphics are very 
sharp, though not up to F1 2000's 
visual detail, but offer random 
weather conditions such as rain, 
clouds, or sunshine. Prepare to 


turn down your resolution a notch 
to maintain acceptable frame rates 
in rainy weather as racing while 
being bathed in tire spray becomes 
choppy. Track accuracy is in need 
of some additional measurements, 
one example; the Remus Kurve at 
Al Ring has a jump that results in 
lift-off. Oddly, some tracks look a 
lot better than others, as though 
different teams created them. 
Camera views and replay func- 
tions offer an incredible amount of 
options. New features include a first 
person viewpoint; combined with 
dynamic effects on the driver’s 
head, such as lateral forces, result 
in a very realistic driving perspec- 
tive. A new replay scenario allows 
you to rewind to any previous point 
in a race and jump in; it’s your very 
own time machine. Sensibly, it isn’t 
available in Championship mode. 
The garage area includes tire 


selection, front camber, brake bal- 
ance, front/rear wing adjustment, 
ground clearance, spring rates, 
transmission gearing, and fuel 
level setting. Driver aids include 
auto gears, braking/steering 
assist, indestructibility, reposition- 
ing, and a driving line. Sounds, 
with the exception of air whoosh- 
ing around your helmet at high 
speed, are nothing spectacular, 
and your crew chief is unfortu- 
nately limited to approximately 
four lines of commentary. 

With its ability to run on a wide 
range of systems, its relaxed han- 
dling physics and driving aids, 
casual race fans looking for a quick 
fix in the Formula 1 world should 
find it here. However, if you have a 
wheel/pedal setup, a high end PC 
and take your racing Sims serious- 
ly, Ft World Grand Prix is difficult 
to recommend. —Michael Hicks 


Rally Masters 


Traditional rally racing with a twist 


he World Rally Championship is, 
something most domestic race 
fans know little about thanks to 
it never setting foot on North 
American soil. That doesn't stop 
publishers from releasing rally 
games here in the States, though. 
Rally Masters: Race of Champions, 
a game focusing on a single, 
obscure event at the end of the 
rally season, pits two drivers at a 
time against each other in equal 
cars. The idea is that the best dri- 
ver wins while taking the car man- 
ufacturers out of the equation. 

You can play in three different 
modes: first is Trophy mode where 
you have to be the fastest across 
the line of a point A to point B 
Straight-line stage. This is straight 
up rallying with time as your only 
enemy and it is entertaining due 
to the uniqueness of the tracks. 
Five different territories are repre- 
sented with variable weather and 
roads. Italy has mountainous strips 
of asphalt and gravel with the 
possibility of rain, much like 
England's less vertical but still 
twisty courses. Indonesia is also 
rainy but the roads make it even 
more difficult with mud and sand 
Causing extremely slippery condi- 
tions. Sweden is slick and snow- 
covered while the undulating sand 
of the USA makes it difficult to stay 


In-car views feature mostly similar 

interior with limited vision adding 

challenge. ! 
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on your wheels. The fictional 
courses and their variety are one 
of the game’s high points but their 
length leaves a lot to be desired. 
They re simply too darn short. 

The least realistic mode of play 
is the Challenge Cup. Here you 
must beat three other opponents 
on a Circuit in a standard race 
format. All cars are identical and 
two winners go on to battle ina 
Race of Champions-style final. In 
this mode, collisions are common 
and gameplay takes a decided 
turn toward the arcade. The 
arcade-style damage modeling of 
Rally Masters is obvious in this 
mode as cars often careen into 
trees and each other with some 
visible damage but little real 
decrease in performance. 

Finally, Championship mode 
uses the side-by-side format of 
the real Race of Champions. You 
must win two of three races 
against a single opponent in order 
to climb a tournament ladder. 
Each territory has a different 
course and your success will earn 
points toward an overall champi- 
onship as it does in all modes. The 
final event in Gran Canaria com- 
pletes the Championship and while 
it’s the only real world course in 
the game, it also proves to be the 
toughest and most fun of the six. 

The initially selectable set of 
cars includes manufacturers such 
as Ford, Peugeot, and Toyota. But 
the best cars, such as the 
Mitsubishi Lancer and legendary 
Lancia Stratos, must be unlocked. 
All cars have a different and dis- 
tinctive sound that is crisp and 
throaty. The driving engine for 
each vehicle feels right, too. It’s 
the single most entertaining part 
of the game. Sliding through the 
mud or leaping over a hill is exhil- 
arating and captured perfectly. 
Good car control is a prerequisite 
for success. Each car has a differ- 
ent feel with a noticeable differ- 
ence between two-wheel and 
four-wheel drive cars. Sadly, the 
roads leave something to be 
desired because of their arcade- 
like walls for edges. Where it looks 
like you could slide right over an 
embankment and down a hill, you 
merely bounce off and end up 
upside-down. This abrupt edge 


_ Driving physics, weather and changing 


ii 


MAI a) 
Ae Aa sii et ay 

i) Aaa an 

Mh j 


road conditions are well implemented 


seed game deity adem. 


extremely short tracks 


[top] This is a normal sight in a Challenge Cup race. Note the snow hampering 
visibility. 


You need look no further than the USA course for confirmation of console 
style. A suspension bridge indoors? Yeah, right. 


jars you back to the reality of con- 
sole-style play. Combine the invis- 
ible walls with barely minimal car 
tweaking and the game can 
become rather dull once you beat 
all of the tracks and unlock the 
cars. This console-style game has 
interface screens that shun the 
mouse, forcing you to use your 
gamepad, the recommended con- 
trol scheme, or keyboard to navi- 
gate the menus. The readme.txt 
file notes a couple specific con- 
trollers the game will not work 
with and offers the option of you 
buying a different one to fix the 
problem. Gee, thanks! 

For multiplayer, Gamespy sup- 
port is included and the game 
uses a dedicated server. It is rea- 


sonably stable while online and 
other racers appear as ghosts with 
time defining winners and losers 
instead of making you wait for 
each player to run the course. 

Rally Masters is unique thanks 
to its Race of Champions license. 
You re not likely to find another 
game offering a side-by-side rally 
challenge anytime soon. The 
game uses this format to great 
effect until the novelty wears off. 
If you're expecting sim-like real- 
ism or extensive countryside, 
you'll be disappointed. But if you 
don’t mind the arcade and con- 
sole trappings, this is an above 
average game with great driving 
at its heart and ease of play as a 
skin. —David J. Long 
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Ultimately a fun simulation of a fasci- Steep learning curve made steeper by 
nating topic poor documentation and wretched 
tutorial, austere look, minor quirks 
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. Long-stay car park 


[top] Zoom in to see the incredible [top] Three years of operation and our 
detail... well, okay, maybe not. airport is still humble, but growing. 
The pager says the long-term car Stampede! The passenger-eye view is 


Don’t all airports have green runways? 


lots are full, but it sure doesn’t look fun to drop into once in a while, but is 
that way. ultimately useless. 


Now you get to lose the luggage 


hile you, the harried travel- when you first sit down at it. The | austere throughout. In fact it’s ' your terminal building (or build- 
er, might not realize it as slender manual is just a menu 1 this austerity that hurts the game | ings), and this is the only one 
you pass through them, air- reference, and gives you almost | as muchas the lack of documen- | you can enter. Inside, you can 
ports really are fascinating places. | no instruction on how to build | tation—it doesn’t have nearly the ! lay out areas and then equip 
Yeah, sure, they're all that blah- an airport. The in-game ‘tutori- flavor of a SimCity ora | them, putting in everything from 
blah stuff about “gateways to al” is basically just a 12 minute RollerCoaster Tycoon Cits close | drinking fountains to potted 
other lands,” but the airports movie of someone playing the cousin, price-wise). ' plants to luggage carousels. One 
themselves are actually quite game while text instructions pop Ah, but once you work past ! thing never explained in the 
interesting. Perhaps it’s the air- up on screen. these initial bad impressions, ' documentation is that an item’s 
planes, and all the stuff that goes Sometimes the actions of the you'll find a game that—quite | placement within an area isn’t 
into supporting them. Perhaps it’s | invisible player match what’s unexpectedly—grabs your atten- | really important, just that the 
the people, or sights and sounds, happening, sometimes they tion. You get to chooseacity to | item is there—so, you may see 
or any of a myriad of other fac- don't, and the end of it has this =: build your airport in, with almost the passengers flowing right past 
tors, but airports—be they sleepy person apparently just randomly | all the continents represented. the metal detectors, but that’s 
regional ones or major hubs—are clicking about, trying to do | Different cities provide different okay as long as there are metal 
just plain cool. Thus, an airport things the game is clearly saying ! challenges, from the amount of | detectors in the security areas. 
game is a long time in coming, aren't possible. Ugh to the | traffic you can expect to weather Contracts provide your lifeblood, 
and—after an initial bad impres- utmost. The in-game “helper” is ' to earthquakes to the threat of and the game has a straightfor- 
sion—we ve now got one that’s basically just a non-interactive terrorism. You choose how close ward system of getting and 
not so bad. set of how-tos (why wasn’t this to the city you want to be (closer negotiating them. Once you get 
Called Airport Tycoon here in in the manual?), but doesn’t go | means more traffic but higher the ball rolling, it’s a continual 
the States, Airport, Inc. in nearly far enough in just how ' costs) and how much land to ini- juggling act to advance your air- 
Europe, and Ai/rMogul in to play. | tially buy or option. At the very port enough that you can attract 
Australia, this relatively inex- The music is strange (at one | Start, things are paused while you :; new business without bankrupt- 
pensive title comes to us from point you get a slow-paced tech- |! lay down your initial airport ing yourself...difficult even with- 
S Global Star Software, courtesy of | no rendition of Dixie), and notat | (although there seems to bea out the optional disasters or ter- 
N Take 2. Unfortunately, it seems 1 all fitting; worse, the only set- ' glitch in that not everything 1 rorist attacks. 
ts that a lower budget led toa | tings on the volume “slider” are you'd expect to start with is While the game is mostly 
a couple of big cost-cutting mea- | really just off, too loud, and available until after the clock ! about free-form play, there are 
ra sures that really hurt the game | louder. Luckily, the environmen- starts). Start the clock, and busi- | also two scenarios with additional 
A | tal background sounds are quite ness gets rolling. | challenges; there is not, however, 
z L NOD nice and appropriate, about the You have a wide variety of ' asimple “learners’” airport, so 
rl GENRE strategy only touch of good airport structures to put down, and they i you've got to go it on your own. 
wd atmosphere in the game all must be placed with an eye If you persevere, though, you get 
e PUBLISHER Global star Software (although the plane sounds towards their function, and to ! a surprisingly enjoyable game. Is 
S REQUIREMENTS rentium could've been louder). future growth. Most structures | it worth the effort? If you’re an 
. 200, 32 MB RAM The graphics are 3D accelerat- can be “tweaked” in some fash- | airport fan, and like these Sim- 
— ed, but are generally bland. An ion—set the amount you spend ' style games, then the answer is a 
MULTIPLAYER None airport exterior gets interesting to on maintenance, adjust the rates | qualified yes; otherwise, you 
RATING look at once it’s grown, but the you charge for that structure’s | might want to consider taking the 
terminal interiors remain... well, | services, etc. The key structure is | bus. —Scott Udell 
| 
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Airport 2000 Volume 2 


You want detailed airports, you got ‘em 


irports are among the most ' new Boeing 737. The flight model- 

important terrain features fora { ing of these aircraft seems reason- 

flight simulator, and the over- ably good, the planes are smooth 
all simulation’s quality is often to fly and don’t exhibit any unusu- 
judged by the level of airport al flight characteristics. The cock- 
detail. Nowhere is this detail more pits are almost photorealistic but 
essential for the flight simulator are grainy in appearance. One 
pilot than at the point when his or problem encountered with the 
her aircraft is closest to the Boeing767 was a lack of response to 
ground, if not actually on it. The the rudder particularly while on the 


more visual references you can use ground. If your speed is over 20 Kts 
to position your aircraft in landing : then the plane will just not tum. 
and take off the better your Unfortunately Airport 2000 fol- 
chance of a successful outcome. lows a lot of other flight simulator 


Airport 2000 provides an unbe- ' add-ons in not providing more 
lievable amount of detail, andthe | then rudimentary information 
gaming cost of all this added about the aircraft. Even basic infor- 
detail is a surprisingly small drop mation such as the value of Vy, Vp 
in frame rate. '_ and V> for each of the aircraft is 
The real question with all add- missing, although the co-pilot will 
ons is to assess whether they call out when you reach each point. 
enhance the original product | Power settings would also be useful 
enough to justify the additional | along with balance and loading 
cost. With Airport 2000 the extra. _| specifications particularly for the 
detail provided at the seven air- ' adventures supplied. Have a look at 
ports in this package is, by itself, the manual supplied by Precision 
enough to justify a resounding Manuals for their B757 add-on for 
yes. Highlights include correctly Fly! and you will begin to under- 
represented lighting at the air- stand what is lacking in Airport 
field, with taxiways that now have 2000's documentation. 
blue edge lighting and green cen- While the manual is certainly 
terline lighting, with the runways disappointing, the real downside 
still using white light. This makes a for this package is inarguably the 
nighttime approach a lot more adventures. Not all flight simulator 
convincing and, while the initial pilots are qualified pilots, and 
impact might be more confusing, | these adventures require a great 
once youare onthe ground you __: deal of understanding about fly- 
will appreciate being able todis- | ing aircraft, including air traffic 
tinguish at a glance whether light- : control protocols and advanced 
ing is indicating the edge or the "instrumentation procedures. One 
center of a taxiway. The texturing of the adventures refers tO «enn ea Co 
of the airport buildings including Standard Instrument Departure 
the terminal is also superb. For the | sheet (SID) that is not supplied. All 
added airport detail alone this this is minor compared to the 
add-on is worth purchasing. problem with the pushback. This is 
Included in Airport 2000 are | when an aircraft is pushed back 
several new aircraft, the Boeing ' away from the terminal. The air- 
767, Airbus A320, MD83, BAe 146, craft is certainly pushed back but 
along with a King Air 350 anda then the plane just starts spinning 


out across the airfield. If you are 
BTTTY) TM cy at some point it will stop, 
GENRE flight simulation and if you can locate the taxiway 


: or runway you might be able to 
PUBLISHER wilco continue the adventure, otherwise, 
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[top to bottom] After the push back, the runway and terminal are somewhere 
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REQUIREMENTS fiight after spinning for ten minutes or backsouer the line of tess. 
Simulator 98/2000 so, you might decide to restart. . a 
, . However, the airports are terrif- Leaving the terminal at Heathrow in a Kingair B200. 
MULTIPLAYER wva ic and the detail superb and for The terminal at Nice airport in France. 
RATING see this alone the package is worth A nighttime approach a Chicago’s 0’ Hara airport after Airport 2000 has 


buying. —Greg Ingram added the detail. 
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same machine 


The hurdles is actually kind of fun. 


sydney 2000 


Redefining the term console port 


he year was 1984. Larry Bird 

was in his prime, Bernie Kosar 

had yet to take his first snap as 
the Browns’ QB, the Cold War was 
still hot, and David Lee Roth was 
still a member of Van Halen. 
Computer gaming was still in its 
infancy that year, as the hottest 
machine going was the 
Commodore 64, and Epyx released 
its mega-hit Summer Games in 
1984 on the Commodore just prior 
to the Opening Ceremonies in Los 
Angeles. Summer Games was one 
of the most popular games ever on 
the C-64, as was the game’s 
sequel, a title appropriately 
named Summer Games II. 

So here we are in the year 2000 
and the Olympics, held in Sydney, 
Australia is just around the corner. 
And what do you know, Eidos 
Interactive's Sydney 2000 is mak- 
ing its way on store shelves every- 
where on nearly every platform in 
existence. Unfortunately if you use 
these two games as the lone 
example, outside of the graphics, 
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things haven't changed a whole 
lot since 1984, and in some ways 
they have regressed a bit. 

Sydney 2000, to put it mildly, 
is a button mashing fest; to put it 
another way it’s quite possibly the 
most repetitive game in existence. 
It makes Diablo's mouse-click style 
gameplay look as deep as any 
ocean. There are 12 events in the 
game and in nearly every one all 
you do is pound the power but- 
tons (you can use the arrow keys 
on your poor keyboard or the but- 
tons on a gamepad) as fast as you 
can and then press the action but- 
ton to perform a task (like throw- 
ing a javelin, leaning at the finish 
line, etc.) That’s about it. Events 
include the 100m dash, 110m hur- 
dles, high jump, skeet shooting, 
weightlifting, kayaking, cycling, 
hammer throw, triple jump, swim- 
ming, diving, and javelin. 

It also seems as if the develop- 
ers forgot some of the features that 
made the Summer Games series so 
much fun in the first place, remov- 
ing the thing that makes the 
Olympics so great—the athletes 
themselves. Want to give your 
player a name? You can’t. All you 
can do is choose a set of initials. 
Want to at least name the comput- 
er opponents? Nope, you can’t do 
that, either. All of the computer 
opponents are generic, too. Even 
more bizarre, you can’t select race 
or gender for your persona, either. 
In one event you may be a black 
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Repetitive doesn’t begin to describe 
the gameplay a 
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Swimming in this game is almost as tiring as the real thing. 


The hammer throw, however, is not fun at all. 


male and the next event you may 
be a white woman or a white male. 

Some of the nuances can be 
forgiven, after all it’s been a while 
since we ve even seen a track and 
field game, but the mind numbing 
(and thumb numbing) gameplay 
cannot. Summer Games was 
nowhere near this taxing. It’s diffi- 
cult to play the game for more 
than 30 minutes at a time as mus- 
cle fatigue starts to set in. That’s 
how repetitive it is. There are some 
good ideas here; the training 
aspect is a great idea as it helps to 
give each athlete a bit of personal- 
ity. But even that is just a matter 
of pounding the keyboard and 


pressing the “power” button. 

Sydney 2000 is a prime 
example of a game that should 
have stayed where it belonged— 
on the consoles. There is no 
mouse support whatsoever, you 
can t use your keyboard to type 
in your initials, and trying to 
play against a buddy or two on 
the same machine is an exercise 
in futility. Ever try getting four 
guys huddled around a key- 
board to play a button mashing 
game? It’s not recommended. 
Worst of all, the game simply 
isn't a lot of fun, feeling more 
like work than a good time. 
—William Abner 


Who Wants to Bea 


Up a Millionaire 


Also known as “Who wants to beat a tired horse to death?” 


Wants to Be a Millionaire 

remains more or less wildly 
popular, as the monochromatic 
Regis Philbin sits in his cushy chair 
watching Marvin from Philadelphia 
(or Herb from Tuba City) sweat. 
Early this year, a seemingly 
respectable Darva Conger sold her- 
self to millionaire Rick Rockwell on 
national television in an obvious 
knock-off called Who Wants to 
Marry a Millionaire. The concept is 
So popular, in fact, that in addition 
to the Disney games, cleverly 
named Who Wants to Be a 
Millionaire and Who Wants to Be a 
Millionaire 2, we are now lucky 
enough to be treated to Who Wants 
to Beat Up a Millionaire, an idea so 
clever, so juicy, so downright 
inspired, that it’s hard to find 
words to describe it. 

Simon & Schuster calls Who 
Wants to Beat Up a Millionaire a 
“hilarious parody of the hit TV quiz 
show.” It says so right on the box, 
so it must be true. The concept is 
simple. You are challenged (?) to 
answer a series of trivia questions. 
After each one you answer correct- 
ly, you get to punch the &$(* out of 
the animated millionaire of your 
choice. Not only does the poor vic- 
tim become brutalized, he or she 
loses a portion of the family for- 
tune. As you answer more and 
more questions correctly, the fist- 
fest continues to ensue, and the 
millionaire(s) begins to look less 
and less wholesome. When you 
have gained all of the cash, two 
men with a stretcher come to 
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remove the unconscious, bruised, 
bloody, former millionaire from the 
Stage. Hey, sounds like fun! 

Wait. It doesn't? Well, you're 
right, it’s not. 

Your host is the animated 
Egregious Phillin. Julian Rebolledo, 
the gentleman voicing Phillin, has 
obviously taken the class in Philbin- 
speak at the National Conservatory 
of Celebrity Impersonations. He got 
aC. Phillin introduces the game, 
gives the rules, introduces the 
potential millionaires (of which 
there are about five tacky cartoon 
representations), asks the ques- 
tions, and provides segues and 
non-witty commentary between 
rounds. You'll want to shoot him 
after, oh, about three minutes. 

From one to four players can 
hover over one keyboard to hot- 
key in answers to multiple choice 
questions and win the right to 
punch their (or others’) million- 
aires. In single player mode, you 
simply play against the millionaire 
you've chosen, but in multiplayer, 
you need to own the last million- 
aire left standing in order to win. 
When you ve wowed the group 
with a successful answer, you can 
perform millionaire-thumping with 
the arrow keys: Up is Uppercut, 
Down is Stomach Punch, Left is Left 
Hook, Right is Right Hook, Shift 
Down is Head Butt and Shift Up is 
Face Jab. It is a very intuitive 
scheme so you won't feel the need 
to re-map to your Quake keys. Ina 
multiplayer game, each player gets 
three lifeboats to assist in answer- 
ing questions like “In Gilligan's 
Island, if not for what would the 
Minnow be lost?” The lifeboats are 
One or the Other (think Fifty-Fifty), 
Pass the Buck (passes the question 
to an opponent) or Fortune Cookie 
(yields a fortune cookie style reply 
indicating whether or not you're 
on the right track after a trial 
guess). To be fair, a few of the 
questions are well thought out and 
interesting, and there are a fair 
number of questions (over 750) so 
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A few challenging questions 


that repetition will not be a prob- 
lem. In fact, you'll become sick of 
the game way before repetition 
becomes a problem. 

Let's figure out what’s wrong 
with this picture. This game is 
structured a whole lot like the hit 
series You Don't Know Jack. But 
why is Jack so good and does this 
game stink so much? First of all, 
Jack is actually funny a lot of the 
time, it doesn't push too hard, 
and it doesn't come across like a 
used car salesman. It doesn’t 
have jerky, tacky graphics, anda 
useless arcade-style segment that 
is bound to detract from what 
trivia games are all about. It does 
stick to what it does best, keeps it 
simple, and doesn't attempt to 
have four bodies playing twister 
on the keyboard. This game is 
guilty of all of the above and 
more. Not only does it include the 
terrible arcade boxing—the activ- 
ity is integral to the game 
design—it becomes instantly 
annoying and tremendously bor- 
ing after about the second or 
third round. It’s hard to imagine 
many people enjoying this game, 
unless they've already played all 


The guy on the left is not doing well 


Terrible animations, boring gameplay, 
causes hives 


[top to bottom] Characters are able to 
block punches with their hands... 
making for stimulating arcade fun. 


Oral surgery is imminent. 


Yoooooooouuuuuu re out! 


other trivia-worthy games out 
there—and even then, there’s 
always macrame. 

We're supposed to be attracted 
by name recognition, but honestly 
Simon & Schuster, can't you think 
of something else? Like Panty 
Raider 2 perhaps? Or (gulp) 
maybe we should just leave well 
enough alone.—Cindy Yans 
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[above] Darts. 


[right] Miner. 


ometimes you need that quick 

little game fix. Maybe you’re 

at your desk, stuck on hold 
waiting to hear Microsoft tell you 
Windows Me isn’t for you. Maybe 
you're on the couch, itching to do 
something a little more productive 
during those annoying commer- 
cial breaks. Or maybe you just like 
to play really quick games. 

Legacy Interactive's Time Out 
Games may just address these 
needs. Each of its ten games is 
timed, so you won't have time to 
dawdle. Some games are variations 
on popular themes, while others 
are more original. Some are addic- 
tive, some are plain annoying... 
possibly even too annoying. While 
not uncommon among classic 
game collections, this inclusion of 
marginal games does tend to drag 
down the sum of the parts. Liberal 
use of the hatchet is in order in the 
case of Time Out Games. 

Word games top the “A” list. 
Spelling Bee is a Boggle-esque 
game where you must assemble 
words from nineteen letters 
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lime Out Games 


Think fast! Classic gaming while the clock is ticking 


arranged in a hexagon pattern. 
When all letters have been used, a 
bonus is granted. Use all of the let- 
ters again for another bonus. 
Lather, rinse, repeat. One Minute 
Words is an old-fashioned sliding 
letter puzzle. Use all of the letters in 
the 5x5 or 7x7 grid and get a bonus 
in the same manner as Spelling Bee. 

Perhaps the most addictive 
game is Balloon Pop. Beginning 
with an 8x12 grid of colored bal- 
loons you pop balloons, provided 
at least two of the same color are 
touching. The more balloons in the 
chain, the higher the score rises as a 
chain reaction of popping begins. 
If it wasn’t for the time limit (and 
the tendency for balloons to 
become orphaned on the top row), 
Balloon Pop could be Tetris-addic- 
tive. The card game Eight Away and 
the true-false trivia game No Way 
round out the keepers. 

The remaining games combine 
questionable concepts with poor 
execution. Miner is simply a rehash 
of a two decade-old arcade game. 
Darts requires you to time your 
reflexes to release an accurate 
“throw.” /t Takes a Thief is a strate- 
gy game that may play better 
against human opponents online; 
against the computer it’s a frus- 
trating battle against three foes 
who rarely make a mistake. You 
must gain control of the board by 
“stealing” hexagons on a large 
grid. A fluid game, but once one 
player asserts a degree of domi- 
nance relative to other players, it is 
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all but over. In Tryangles, the col- 
ored Pong balls are manipulated 
by switching triangles on and off. 
In 4 Orbs, the mouse cursor 
becomes a magnet that attracts 
colored balls, each which must be 
directed to a home location. 

Scoring in general seems unbal- 
anced, as bonuses will multiply a 
score several times over. Some of 
the bonuses are derived from left- 
over time. In the case of 8 Away, 
however, slow autoplay on some 
computers can limit the bonus. 
After a short period of time, it feels 
as if a ceiling has been reached 
and the high score quest begins to 
stagnate. Time Out Games does 
maintain top scores for up to six 
players in its Hall of Fame. 
Registration of the game will also 
allow you to claim bragging rights 
on the Time Out Games website. 
The top ten scores for each game 
plus the total cumulative scores are 
tracked in the mega-Hall of Fame. 
Additional levels for 4 Orbs, 
Tryangles, and Miner can be 
downloaded from this site as well. 

Time Out Games runs only ina 
640x480 window, and while its 
modest system requirements 
enable the game to be played on 
older systems, the inability to 
resize the window results in dis- 
tracting peripheral clutter on 
machines operating at higher res- 
olutions. The game also requires 
you to switch into 16-bit color 
mode. Finally, as all of the games 
are timed, there is a certain 


DOWNSIDE © 


Fun wears out quickly when heavily 
played. 
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It Takes a Thief. 

amount of dexterity required. It 
would be nice to have the option 
to turn off the timer and play 
more thoughtful games. 

Scoring, timing, and design 
issues all lead to a game collection 
with rather limited replay value. 
The multiplayer games are not all 
that compelling, and the better 
games wear thin rather quickly, in 
part because of the timer. Adding 
more statistics, average scores and 
histories, for example, would have 
extended the longevity of this 
title. After a few hours of play, the 
game feels as if it has run its 
course. Time Out Games is best 
enjoyed as a “quickie,” a few min- 
utes at a time. —Jeff Vitous 


Trophy Bass 4 


Looking for lurkers in lots of lovely lakes 


et’s insert some qualifiers right 
up front: if you’re the kind of 
gamer who gets the majority of 
your gaming jollies from Quake // 
frag-fests, Field and Stream 
Trophy Bass 4 isn't going to blow 
you away. However, if you are one 
of those people that enjoy hunting 
and fishing games (or enjoy fish- 
ing in the real world) then Sierra’s 
latest offering is worth a look. 
Trophy Bass 4 is the successor to 
Trophy Bass 3D, and while the 
improvements are relatively 
minor, the sum total is a nice fish- 
ing package. The number of lakes 
has been bumped up to 25, so you 
can fish on every famous bass lake 
you've ever heard of—some per- 
haps haven't. The lakes are faith- 
fully reproduced, with topograph- 
ic maps showing you the likely 
lunker holes, and different tactics 
are required at different lakes. 
Your tackle box is filled with more 
lures than before (and it’s a big 
tackle box) and you can now save 
tackle setups for easier retrieval 
later. Sierra has tweaked the fish- 
striking model, so that real life 
techniques of teasing a fish with 
small twitches or irritating them 
into striking by helicoptering and 
other methods are made effective. 
Another cosmetic addition to this 
year's edition is the ability to cus- 
tomize the appearance of your 
boat and your in-game persona. 


Select just the right jeans and hat for 
that big tournament. 


Sierra 
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The location of fish can be dis- 
cerned in a couple of ways. A fish 
finder, akin to the electronic 
boxes seen on every modern bass 
boat, gives you the location and 
depth of fish in the area. The 
other method of scouting out the 
big ‘uns is by viewing their shad- 
ows. You can make locating the 
fish more difficult in the options 
menu if you want to be a stickler 
for realism. Even when you see 
them, Trophy Bass 4 forces you to 
find the right combination of lure 
and retrieval techniques to catch 
fish. Once you hook a fish, you've 
got to get it into the boat, and 
here the game is actually more 
difficult than real life. An indica- 
tor on the screen gives you a feel 
for the line tension, and as in real 
life a good fish can be a struggle 
as it strips line off your reel and 
heads for the weeds. The correct 
techniques (giving the fish line 
when it wants to run, pumping 
the rod to tire the fish, reeling in 
line when the fish pauses or tires) 
work here, but without the tactile 
feedback of a real rod it’s pretty 
easy to abruptly break your line. 
Speaking of tactile feedback, the 
game only supports one force 
feedback joystick, the Microsoft 
Force Feedback Pro, but using 
that stick is a blast as you can 
feel the jerks, jumps, and strug- 
gles of the fighting fish. 

How do you make fishing on a 
computer entertaining? An average 
day of fishing contains about 60 
casts per hour—and on a good day 
you catch say a dozen fish. That 
means that in only 12 casts out of a 
few hundred will there be action. 
The graphics are locked at 640x480 
and are far from photo realistic, so 
you aren t going to get the visceral 
pleasure of just relaxing on a lake. 
Thus Trophy Bass 4 seeks to enter- 
tain by adding a competitive ele- 
ment via tournaments and a career 
mode. Tournaments come in sever- 
al flavors, such as single day, 
multi-day, elimination, etc. Your 
goal in a tournament is to catch the 
five biggest fish of the prescribed 
acceptable species and get them 
back to the weigh-in before time 
runs out. Money is awarded to the 
entrants who come off the water 
with the most pounds of fish. As 


Lots of lakes, realistic simulation 
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' you go through the day, you will 

| see the boats of your fellow com- 

petitors on the lake. Tournaments 
can be fun, and the career mode, 

which is basically a string of tour- 
naments in which you keep track 

of your cumulative earnings, is a 

nice touch. 


Dated graphics 


[top to bottom] A big one is hooked near the shore. 
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| It takes a huge tackle box to hold all of the lures offered. 


One of the many camera options available is an underwater “lure view.” 


Fishing sims aren't the most 
action packed, edge of your seat 
form of gaming entertainment, just 
as fishing in real life isn’t the most 
adrenaline pumping of sports. But 
if you like the genre, and many do, 
then Trophy Bass 4 is a good, firm 
and solid choice. —Jeff Lackey 
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_ The: race of your character will 
_ determine what their base abilities 
can be, as well as assign possible 


What? No goblins? 


Icewind Dale 


SO, YOU'VE GOT ICEWIND DALE BUT YOU’RE NOT QUITE SURE HOW TO BALANCE 
out your individual characters and party? Or, maybe you do but you just want 
to compare notes. Either way, read on to see what we've found out about Black 
Isle's latest hack and slash combat-fest. First we’ll lay down the foundation for 
creating a character, and then move into the real meat—constructing a party. 
Of course, your party won't do much good if you don’t know how to use it, so 
a chart of the bosses and big monsters of /cewind Dale will wrap it all up. 


It’s party time 

For now, don’t think about the 
party—worry about that in the 
future (but don’t expect to be 
Starting a strong team until you 
do think about it). Focus on what 
you have in mind for the charac- 
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Temple Guardian- Attacks Grimsang 


> Temple Guardian- Attacks Grimsong 

- Temple Guardian- Attacks Grimsong 

Temple Guardian- Attacks Grimsong 
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ter, and you are pretty much free 
to make that choice. Tweaking 
your party members to balance 
out their strengths and weaknesses 
can really help, but if you 
absolutely insist on a party of six 
gnome illusionists, you should still 


As courteous as he is, Mytos the Bone Dancer won’t let you pass. 
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A lone warrior stands amidst the corpses of eight Umber Hulks. He slew them 
without assistance from his party, and lost only 7% of his hitpoints. 


human, taking a half-elf instead is 
a fine alternative. Humans are the 
only race capable of becoming 
paladins, and they dual-class 
instead of multi-class. For experi- 
enced players, dual classing can 
be an extraordinarily powerful 
ability, but it can also ruin a char- 
acter if it is not planned out prop- 
erly. Dual-class only if you know 
exactly what you want to do. 

Elf (+1dex, -1con): While they 
possess natural immunities to 
charm and sleep, elves have a 
weakness in that they are not 
affected by Raise Dead. Thus, if 
you have an elf in your party and 
he dies, it’s reload time. They 
make capable fighters, the loss of 


be able to complete the game... 
you'll just have a more difficult 
task ahead of you. Anyway, on to 
the races: 

Human: The basic race, average | 
in everything. While you aren’t 
likely to be harmed by choosing 
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Poison Zoembie~ Damage Taken {23} 
Poison Zombie Damage Taken {12} 
Poison Zombie- Death 

The party has gained experience: 1100 
Poison Zombie- Damage Taken {14} 
Poison Zombie~ Damage Taken {11} 


Presio and her minions get caught in entangle and fireball spells. 


Usually only nine slots are displayed, but a mage may have room to memo- 


rize more. 


a constitution will lower their hit- 
points. Elf-mages are good, but 
the resurrection penalty makes it 
better to take a different race. For 
low-level parties, elves get a +1 
bonus to hit with one-handed 
swords and bows. 

Half-Elf. Essentially humans 
with multi-classing, infravision 
and resistance to sleep/charm. 
They have a few class restrictions. 

Gnome (+1int, -1wis): Not ver- 
satile, but strong. Since they can 
only be illusionist mages, they are 
the only class that can multi a 
specialist. Surprisingly, gnomes 
can be the best fighters. Gnome 
stat adjustments don’t have any 


real affect on warriors. They get 
bonuses against magic and poi- 
son. Most importantly, a true neu- 
tral gnome fighter will have access 
to the best equipment in the 
game, allowing him to reach —17 
AC. Only gnomes and halflings 
have access to the best helm. This 
is a slight edge, but important 
nonetheless. 

Halfling (+1dex, -tstr): 
Strength penalty = bad. Moderate 
thieves, you're better off picking a 
race that has 18 strength if you 
want to fight. 

Dwarf (+Icon, -1dex, -2cha): 
High constitution equates to more 
hitpoints, but losing AC is painful. 


party has gained experience: 
party has gained experience: 
party has gained experience: 
party has gained experience: 
party has gained experience: 

» party has gained experience: 

= party has gained experience: 1 


Consider this: +10hp, or saving 10- 
30 damage every time that point 
of AC saves a hit (5% chance). 
These are good characters to have, 
but your primary fighter should 
not be a dwarf. 


Choosing your destiny 
While experimenting with races is 
more along the lines of tweaking a 
character, the class is the core. 
What you choose here will mold 
the character. 

Fighter. This is the most power- 
ful class. Fighters are unmatched 
in their ability to dish out and 
receive damage. With the massive 
hordes in /cewind Dale, the fighter 
is excellent because he can stand 
more fights than other classes. 
Once a fighter reaches level nine 
with grand master proficiency, he 
can have three attacks with a 
weapon and still use a shield. At 
high levels, a single well-equipped 
fighter can kill most bosses and 
their minions without help from 
the rest of the party. No party 
should be without a shield- 
equipped fighter. 

Ranger. A great hybrid class to 
help players get through the early 
stages of the game. If they use a 
one-handed sword without a 
shield, they gain an extra attack. 
This will give them two and a half 
attacks at level one, and three 
attacks at level seven (two long 
levels before the fighter). 


A pair of fireballs slay a host of creatures, but the explosion catches the party’s warriors. 
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Main Battles & Bosses: 
Chapter One 
Mytos the Bone Dancer 
Mytos is impervious to 
many types of magic, so pound him 
with crushing weapons 
Magic, slashing 
First, decide whether you 
want to take out Mytos or his 
guards first. To kill him, charge him 
with your warriors and attack with 
everything you've got. For his 
guards, either pick them off from a 
distance or back away so that they 
will follow you. Watch out for 
incoming spells. 
Mummy 
+1 weapon 
Disease 
Open a hidden door in the 
crypt and a mummy will pop out. 
This guy’s big, weighing in at 
3,000xp. Just be sure to heal before 
opening the door. 
Undead Horde - skeletal 
mage, imbued wights, 
assorted skeletons 
Crushing weapons for 
the skeletons, +1 weapons for 
the wights 
Sleep, missiles 
If you want to live, be sure 
to hold back. The skeletal mage 
will cast Stinking Cloud (area 
sleep), so plunging headlong into 
the room will get your party 
slaughtered. Use ranged attacks to 
lure out the baddies and take them 
down in smaller groups. 
Lysan and group of yeti 
+1 weapons, fire 
Hold Person, 
Charm Person 
Focus all your attention on 
the priestess (easier said than 
done). If you’ve stolen rings of free 
movement from town, this is a 
good place to have them equipped. 
Charge Lysan with your warriors 
and start hitting her to interrupt 
spells. If you have a warrior without 
a +1 weapon, send that character to 
fight the yeti. 
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Main Battles & Bosses: : 
Chapter Two 
nw 

Lissspen and his 9 

lizard guards = 
Fireball, weapons 2 

Slashing, m= 

Hold Person = 
Lissspen himself is quite a rm 

bit stronger than the other lizard- S 
men, but your real concern is the - 


group of shaman in the room. 
Target them first, as with all the 
hostile fighters it can become nasty 
if they paralyze you. Toss some fire- 


$ balls into the room and back off to 
hy «survey the damage. Also, a combat- 
== ion of entangle, bless and haste can 
make this fight go quick. 
Presio and her 
undead minions 
Fireball, weapons 
Cloudkill 
This fight begins as soon 
as you get near the room, so you'd 
best be prepared. Toss a fireball 
in to soften up the poison zombies 
and imbued wights, and then 
quickly back out. Presio will cast 
Cloudkill, so you'll need to reload 
if your weaker characters get 
caught inside. Once you've killed 
off all the zombies and wights, 
go in and make quick work of 
the lonely Presio by engaging in 
close combat. 
Trolls 
Fire, acid Melee 
Strong fighters, 
Trolls start to appear for the 
first time in Dragon’s Eye. Once you 
knock them down to one hitpoint, 
they will fall to the ground, “almost 
dead.” Hit them with fire or acid to 
finish them. It is possible to kill a 
troll without fire or acid, but that is 
a rare event-generally a critical hit 
at the perfect time. 
Albion, yuan-ti horde 
Everything but cold, +1 
weapons for yuan-ti elite 
Crushing, poison, 
Hold Person, Slow 
While there is no boss, this 
is one huge fight. Avoid speaking to 
Albion again until you check the 


place out, especially if you brought 
a paladin. Once you're satisfied, 
spellup and return to Albion, and 
make sure you get the big experi- 
ence reward from the conversation. 
Cast bless, prayer and any other 
spells you have available. Haste will 
counteract the slow spells. Yuan-ti 
come by the score, and trolls and 
lizardmen will keep coming as long 
as you stay there. Seek out and 
destroy all the monsters in the area. 
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& Poison Cloud, 

= Hold Person 

. When you come to the big 

. double doors at the end of the long 
: tunnel, id your game an rest up, 
e) as you're in for one of the biggest 
ui fights in Icewind Dale. This is one of 
S the few real bosses, as opposed to 
° the numerous weaklings you fight. 


First off, don’t bother attacking 
with spells. You'll need to get in 
there with the strong fighter(s) you 
have and pound away. If your 
fighters are really good, you can 


The party , has gained 
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e ierice: 1500 
Damage Taken (20) 
Damage Taken (18) 
Damage Taken (15) 
Death 


party has gained experience: 1500 
have rested for 8 hours. 


Druids can summon fire elementals when they reach high levels. 


Ultimately, they will not have the 
strength of a pure fighter but they 
will help you get through the diffi- 
cult mid-game section. One note— 
don't take a ranger because you 
want spells, as they are handy but 
it takes a long time to get them. 
Rangers have a racial enemy abili- 
ty, which grants them +4 to hit 
against those monsters. Yuan-ti is 
one of the best choices. Although 
they only appear in one area, it is 
a large and difficult dungeon. 
Don't take a racial enemy for crea- 
tures that appear late (salaman- 
ders or giants), as by that time 
you will make contact with almost 
every swing. Undead racial ene- 
mies also work well. 

Paladin: Although they are 
weaker offensively than the 
ranger, paladins have bonus +2 to 
all saving throws. Their Lay Hands 
ability takes time to gain strength, 
but it requires no casting time so 
it can be used an as emergency 
heal. Paladins also have the special 
abilities detect evil, protection 
from evil and cure disease. As with 
rangers, don't take a paladin sole- 
ly for the spells. 

Cleric: Every party can benefit 
from a healer, so clerics should be 
a common choice. They receive 
their first few levels rapidly, but 
after that they begin to slow 
down. If you want a class that can 
heal and cast spells to increase the 
abilities of your party, this is the 
only choice. Turn undead is also a 
handy ability when faced with 


undead hordes. 

Druid: The alternative to clerics, 
| druids initially level slower but 
| then they will surpass the cleric for 
a period of time. Druids reach level 
13 at 750,000xp, while clerics 
require 1,125,000xp for the same 
level. Unfortunately, the druid 
must double his experience to 
reach 14 so that is as high as he 
can advance, while the cleric caps 
out at level 16. Instead of defen- 
sive spells for the party, druids 
have a few offensive spells. Static 
Charge deals hefty damage, while 
' spells such as Produce Fire can kill 
trolls. Druids can shape change 
' into bears, beetles or wolves and 
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have less armor than clerics. Shape 
changing can boost combat abili- 
ties, but spells can only be cast in 

human form. 

Mage: Versatile spellcasters, 
mages are the paradox of Icewind 
Dale: they are essential for most 
parties, but oftentimes only 
because they are in the party. For 
instance, most of the situations in 
which you have to wipe out a large 
number of enemies with a spell is 
only because you need to protect 
the mage. They are useful for their 
area attacks and identification 
abilities, so beginning parties 
should not be without them. 
Experienced players should con- 


! Keep the pressure on Yxunomei and be sure to have heal spells handy. 
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One of the few puzzles is through this door. Step on the tiles in this order: 
outer ring — 2 o’clock (hammer and anvil), middle ring — 6:30 (X), inner 
ring — 10 o’clock (two circles). 


sider solutions to a party that has 
no mage, as they are often the 
weak link. They do not have 
enough spells to regularly be 
involved in combat, and with the 
continual stream of monsters it 
can be difficult to keep them all 
off of your mage. This class is a 
necessary pain, but they can be 
replaced by judicious use of 
potions and a bard. Fireball and 
haste are their primary strengths. 
Thief. Unlike in the other 
Infinity games, thieves must actu- 
ally be behind the target or back- 
Stab tends to fail. This makes 
back-stabbing much harder to use 
in a real-time game. Thieves 
should be archers to compensate 
for their weak melee abilities. Due 
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Lich Death 


to the sheer number of traps, it is 
always helpful to have a thief. 
Initially, consider increasing pick- 
pocket ability and rob every char- 
acter you come across. This will 
get you some important items, 
such as rings of free action (para- 
lyze is a common threat). 
Afterwards, increase detect traps 
and either lock-picking or stealth. 
If you want to use back-stab, you 
can have mages cast spells to 
open chests, or have warriors bash 
them. Either way, no party should 
be without detect traps. If you 
don't want a thief but you want 
detect traps, make a human thief 
and put all his creation points into 
detect traps. Then, level him two 
or three times then dual-class. 


Fat 


5 + 9= 14: Hit 


The party has gained experierice: 10000 
Wight- Attack Roll 11 - 4 = 7 : Miss 


PAUSED 


Battling the lich. 


Unlike the other thieving abilities, 
detect traps can be used while 
wearing armor, so it will not hin- 
der your fighter. Keep in mind that 
every level as a thief will cost you 
hitpoints if you choose to become 
a fighter, and you lose the chance 
to get 18/00 strength. Items can 
make up for that, but not until the 
final stages of the game. 

Bard: One of the better main- 
tenance classes. They can identify 
your items, pick pockets and sing 
to boost your luck (+hit, +dam, 
+saving and negative for ene- 
mies). Also, bards can use bows, 
so they will not be nearly as weak 
as a mage. Bards have one serious 
drawback, however—they are the 
most difficult class to roll. They 
are the only class that needs 
every stat, so even an incredibly 
high roll (16 across) will leave you 
low on points. Usually, this 
means losing some of your lore 
bonus, but a few levels will bring 
you up to speed. 


The Perfect Being 

After choosing the class, you must 
roll the dice. There are a few rules 
for rolling a character. First off, 
make sure that you can max out 
the primary stats for your charac- 
ter. Second, re-rolling to get bet- 
ter stats is beneficial in the long 
run, but you don't want to try and 
beat high rolls. Weigh the benefit 
of a couple extra points with the 


ignore the Poison Cloud Yxunomei 
casts on top of herself. If not, lure 
her away whenever she casts the 
spell. Be prepared to heal the fight- 
er, and don’t wait until the last sec- 
ond. Have your mage occupy the 
yuan-ti priests if possible. Keep the 
pressure on Yxunomei, but be pre- 
pared to retreat if you sustain too 
much damage. Yxunomei is one of 
the biggest bosses in the game, and 
no other boss gives as much experi- 
ence relative to the monsters in the 
area (46,000 for the kill). 


Main Battles & Bosses: 
Chapter Three 
Serrated Skeleton 
+2 weapons 
Slashing 
A boss version of the blad- 
ed skeleton, the serrated skeleton 
is much stronger. Watch out and 
make sure you have the appropri- 
ate equipment, because it can dish 
out around 25 damage per attack. 
A gang beating is in order. 
Shadowed Orc Hordes (and 
Shadowed Elf Hordes) 
Melee, spells, fireball 
Missiles, melee 
Expect to run into large 
groups of monsters in tight areas 
throughout the Severed Hand. 
Starting off with a fireball is 
always efficient, just make sure to 
not hit yourself. Since they are low 
hitpoints, you can clear out large 
numbers of them with a couple 
fireballs. Target the priests and 
archers, but keep the fighters off 
your mages. 


Main Battles & Bosses: 
Chapter Four 
Ettin 
Missiles, strong melee 
Crushing 
These giants may pose a 
serious threat for a mage-based 
party, but they should be no prob- 
lem for fighters. With high AC a 
fighter can take on several ettins 
without risk, but it is best to 
engage them as a team. If you have 
the arrows to spare, have your 
ranged attackers shoot up the ettins 
as they approach. 
Drow 
N/A 
N/A 
Drow aren’t listed for their 
strength, but rather for their loot. 
Make sure to check every drow you 
kill, as they all carry +1 items, some 
even have better loot. 
Krilag 
Anything 
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Slashing 
Chieftain of the neo-orogs, 
Krilag is the first of the six lieu- 
tenants. You must collect the 
badges from all six of them, gener- 
ally through brute force. Krilag has 
a powerful two-handed sword, but 
otherwise he is nothing special. By 
the time you find him, you’ll be 
well used to cutting through the 
neo-orogs. 
Terikan 
+1 weapons, fire spells 
Paralyzation 
Terikan cannot be killed in 
combat. In order to beat him, 
ignore the general undead with 
most of your party, and have them 
focus on the lich. Dive in with your 
fighters to disable Terikan, but get 
out as soon as he is down. He will 
regenerate soon, and you'll have to 
deal with him again. Advance to 
the next room. In there you'll be 
safe from Terikan, so search it and 
find Terikan’s phylactery, then 
move up to the locked doors to 
destroy the essence. Watch out for 
the greater mummies in the tomb. 
Greater Mummy 
+1 weapons, fire spells 
Disease, paralyza- 
tion, death 
These guys will occasionally 
pop up in the room next to 
Terikan’s. If they do, be prepared, 
as they are far stronger than the 
real boss. Greater mummies can 
cast an area affect hopelessness 
(paralyze), and they have instant 
death spells. Hold at least one 
fighter back when you enter any 
room, as it will allow you to have a 
backup in case he paralyzes the 
others. Hitting the mummy with 
arrows also works well, but it may 
not be quick enough in some cases. 
He does not have a very good AC, 
so melee attacks can pound him in 
due time. 


Main Battles & Bosses: 
Chapter Five 

Kerish and the army of frost 
salamanders 

Fire, +1 weapons 
Cold, piercing 
Keep the salamanders ata 

distance. Having one or two close 
isn't going to kill you, but a group 
of them can seriously hurt a party. 
They have weak attacks, but they 
radiate cold, damaging characters 
with low resistances. Kill them as 
they close in the gap. As long as 
you are aware of the cold aura, they 
should not pose a threat. 

FrostBite and the 
white wyrms 


considerable amount of time it 
might require to beat that 95- 
point role you have on a bard. 
Strength: One of the three pri- 
mary statistics for a// characters. 
Increase strength as high as possi- 
ble on every character, even 
mages (for the +hit and carry 
weight). Try to have every charac- 
| ter with an 18 strength, but you 
may have to take away a point or 
two from some characters. Most 
importantly, all fighter-type char- 


This is a huge bonus, so it is worth 
taking penalties for int/wis/cha in 
order to get 18/00 with max dex 
and con. A fighter without 18/00 
strength hardly compares to his 
strong counterpart. 

Dexterity: The first of the pri- 
mary statistics. No character 
should be without maximum dex, 
as the AC bonus is critical. There is 
no excuse for any character to 
leave dex low. 

Constitution: The final of the 
primary statistics, every character 
should increase con. For non- 
fighters, this means raising con to 
16, but all fighter/paladin/ranger 
classes should have max con. 

Intelligence: Almost every 
character can afford to drop intel- 
ligence, as only mages require the 
Stat. Bards can also use intelli- 
gence to increase their lore. 

Wisdom: The same as intelli- 
gence, except insert priest/druid 
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Find a bow like this and your archer’s 


for mage. 

Charisma: As long as you have 
one character with high charisma 
the rest make little difference. 
Consider which class has spare 
points when deciding who gets the 
high charisma. Bards may require 
15, but with how difficult it is to roll 
for bards, those three points could 
be put to better use elsewhere. 


A blade that can 

cleave stone 

Choosing the right weapon is the 

next step for your character. Try to 

avoid having two characters with 

the same type of melee weapon. 
Ranged: Every member of the 


Hide In Shadows Succeeded 
Leaving Shadows 


effectiveness will double. 


party should have a ranged 
weapon. Warriors should put two 
points into bow/crossbow at cre- 
ation, and other classes should 
take whatever is available, even 
slings. Having dedicated ranged 
attackers is always helpful. Keep in 
mind that it can be inconvenient 
to switch to range attacks. Bows 
require two hands, so a shielded 
warrior must enter his inventory to 
move things around. Two-handed 
weapons go well with bows, as 
that allows you to use the quick 
weapon slots. Bows are facilitators, 
as a party equipped with bows will 
be able to readily handle many 
would-be deadly situations. 
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A cleric casts a host of defensive spells for his party. 


One-handed: Great weapons for 
the primary combatants of your 
team, as they allow access to a 
shield (up to an additional 4 AC). 
Make sure to have two melee war- 
riors with one-handed weapons. 

Two-handed: Initially alluring, 
but they have serious drawbacks. 
Not being able to use the shield 
weakens the character significant- 
ly. If they are in the back line of 
the party, however, this will usu- 
ally not make a difference. A 
character with two-handed 
weapons can fight with most 
monsters; he just can't battle the 
hordes alone. Two-handed 
weapons are best for archers, so 


A group of archers pull down an Ettin. 


that they can use bows primarily 
and switch to melee when the 
enemy gets too close. They have a 
slightly extended range. 


Party Composition 

So, now that you know the basics 
for creating a character, it’s time 
to learn how to pull it all together 
to create a mighty team of adven- 
turers. The first step is simple: plan 
your party. Begin creating charac- 
ters if you want to test things out, 
but spending the time to lay 
things out beforehand can save 
you a lot of trouble in the long 
run. Make sure you've got all the 
bases covered. A fledgling party 


will want to be versatile; save spe- 
cialized parties for a second trip 
through the Dale, or after a few 
hours of play if you won't go 
through twice. 


So you want to be 

an adventurer... 

Anyone interesting in creating a 
test party should go for pure 
classes. A balance of characters 
will see you through the entire 
game with a minimum amount of 
difficulty. Also, if you plan on 
recreating soon after experiment- 
ing, your characters will be rela- 
tively fast levelers. So, on to the 
novice party: 

Fighter: Make this guy a true 
neutral gnome with proficiency in 
either bows or crossbows and a 
one-handed weapon. Large 
swords is always a Safe bet. He'll 
be your front line character, capa- 
ble of standing toe to toe with 
anything once he is properly 
equipped. Earlier you may want to 
balance out the AC between your 
party, but make sure to get this 
character as high as possible 
towards the end. 

Fighter: A few options here. 
Either make him another melee 
fighter with a shield, or give hima 
two handed sword and use 
a bow/crossbow regularly. 

If you choose bow, that will 
give you three archers, so you may 
want to take another one- 


Crushing, fire spells 
Crushing 
There are only a few of 
them, plus they aren’t too strong. 
Keep your mages back when you 
talk to FrostBite so that they don’t 
get targeted, and you should be 
able to defeat them. 
Joril and the frost giants 
Anything but cold 
Slashing 
Trick Joril into giving you 
his badge, then let him know who 
you are to receive some nice xp. By 
now you should have a fighter with 
an AC below -10, so melee bosses 
are no longer a problem. Just send 
the fighter in alone to get everyone 
to attack him, then back him up 
with archers and spells. Thieves 
should be hidden to get a backstab 
off when the fight begins. 
Kontik and the Black Knights 
Anything 
Cold, slashing 
This is a much bigger fight 
than the previous one with the Frost 
Giants. Send your warriors forward 
to engage the black knights, but 
slip one past them to engage 
Kontik. Whoever fights Kontik 
should wield a fast weapon to 
increase the odds of interrupting 
her spells. Have your healers ready, 
as the black knights are far stronger 
than frost giants, despite their low 
experience reward. If you lack the 
melee power required, take out the 
black knights from range while 
avoiding Kontik. 


Main Battles & Bosses: 
Chapter Six 
Shikata and fire salamanders 
Cold, ranged 
Fire 
Whatever you do, keep 
these guys away from you. After 
speaking to the gnomes to find out 
where Shikata is located, send a 
lone scout up there while the party 
waits below. Once the scout trig- 
gers the fight, have your archers 
snipe the salamanders as they work 
they way towards you. This should 
kill most of the salamanders, keep- 
ing you out of their aura of fire. 
Maiden IIlmadia and the 
fire giants 
Anything but fire 
Slashing, crushing 
Maiden Ilmadia is one of 
the more powerful fighters you will 
encounter in your journey. If you 
wish to test the abilities of your 
fighter, send the character alone to 
battle her and the pair of fire 
giants. You should be able to come 
out on top if you’re wearing good 


- SIWVD AYILNdWOD 


- 0002 ¥39WIIIG 


151 


* COMPUTER GAMES * DECEMBER 2000 


152 


armor. Otherwise, have a line of 
archers ready to chew up the ene- 
mies as they approach, and consid- 
er throwing some cold spells. Make 
sure you don’t expose your flank- 
the other fire giants in the area will 
go hostile, so they will be 
approaching from behind. Once 
Ilmadia is in range, ignore the 
giants and go after her, as she is 
the only real threat. 
Marketh, Seth, Fleezum 
and Flozem 
Anything 
Piercing, slashing 
Marketh and Seth are both 
thieves. Since you will know where 
Marketh is at the start of the fight, 
there is absolutely zero danger. 
Fleezum and Flozem are strong war- 
riors that are well equipped. Kill 
them before approaching Marketh. 
Avoid engaging the entire group 
and these bosses are simple. 
Malavon and iron golems 
Ranged attacks, 
fast melee attacks 
Piercing, 
death, crushing 
This is a two-phased battle. 
First, you must destroy the false 
Malavon. He will cast Cloudkill at 
the start of the fight, so either 
charge a lone fighter up to kill him 
or rip him up with bows. Also, you 
can flee until he comes out to fight. 
Once you kill the illusion, turn to 
the iron golems-the most power- 
ful monsters in the game. They 
are immune to spells and require 
a +3 weapon to hit. Their melee 
attack is unmatched, but fortu- 
nately they don’t have a great 
armor Class or hitpoints. Now you 
have to deal with the real 
Malavon. He'll randomly teleport 
about the place. Either chase him 
with fighters, or hold him in place 
and fire bows. Eventually he’ll 
crumble to your might. 
Idol, zombie lords and 
greater mummies 
Fire, strong melee 
weapons, ranged attacks 
Paralyzation, 
death, fire 
This tends to be one of the 
hardest fights in the game, but 
managable if the party is prepared. 
You have two options to pursue: 
first, run past the ghoulish mob 
and destroy the idol. Doing this 
will cost you a lot of experience, so 
it isn’t worth it unless you have no 
choice. Otherwise, cast every bene- 
ficial spell you have, and split up 
your party. Send one warrior after 
each greater mummy (although 
there are too many mummies), and 


handed weapon. 

Paladin or Ranger: This is up to 
personal preference. Taking a 
ranger will benefit your team 
offensively, but a paladin will help 
with charisma and minor curative 
abilities. If you took large swords 
on your fighter, a ranger should 
use short swords. 

Thief: Plain and simple, starting 
with skill in bows and daggers (or 
short swords). He’ll handle a big 
chunk of the parties’ grunt work, 
plus his ranged abilities will 
always benefit the team. 

Cleric: No party is complete 
without some form of healing. 
Although a druid could feasibly 
replace this character, it is best to 
have at least one character able to 
use the defensive priest spells. 

Mage: For identification and the 
occasional fireball/haste. Keep 
your mage out of harms way, or 
you ll find yourself reloading on a 
regular basis. 

For those of you who are more 
experienced or familiar with the 
system, consider making a party 
that specializes at certain tasks or 
tries to compensate for characters’ 
inherent weaknesses. This inter- 
mediate party is intended to 
lessen the weak link of the non- 
combat characters: 

Fighter (large sword/ 
crossbow): Once again, a true 
neutral gnome fighter. 

Fighter (crossbow/ 
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Attacks Skeleton 
Attacks Temple Guardian 


Magical ammo for slings is rarely found—it must be purchased. 


two-handed): Since the fight- 
er/cleric cannot take bows, this 
fighter primarily uses a crossbow 
to allow the fighter/cleric to 
fight up front. Don’t put the 
Specialization points into cross- 
bow—pump them into your 
melee weapon. 

Ranger (short sword/bow): 
Solely for the purpose of making 
the early-middle stages of the 
game easier. Use the one-handed 
sword without a shield to gain an 
extra attack, and make it easier to 
use a bow. 

Fighter/cleric (hammer): 


+." 


Although your healing spells will 
take a while to build up, with a 
strong warrior party this should 
not be a problem. Since a fight- 
er/cleric can use fighter armor 
but not weapons, this character 
becomes a frontline warrior, 
with crushing weapons for tak- 
ing on skeletons. 

Option A: Fighter (axe/ranged) & 
mage/thief (bow): The third 
shielded fighter will boost your 
team’s defensive capabilities while 
the mage/thief will allow you to 
have three full time archers. Spells 
will come slowly, as will skills, but 
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Expect to heal your warriors frequently before you acquire good armor. 


the mage/thief will be able to 
handle all your grunt work if you 
spend the points wisely. 

Option B: Fighter/thief 
(crossbow/dagger) & bard 
(bow): This combination leaves 
your ranger in the frontline with 
the fighter and fighter/cleric, 
and these two characters are 
primarily ranged attackers. 

This option will be easier to pull 
off, as the mage/thief is hard 

to protect. 

In either case, these will allow 
you to have five characters with 
bows/crossbows, and one with a 
sling. That will give you enough 
firepower to shred minor hordes 
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before they get in range. With 
this configuration, be sure to 
spend lots of money on ammo. 
Buy every lightning bolt and 
acid arrow for sale, but don't 
clog up your inventory by pur- 
chasing them all at once. Also, 
with Option B, make sure you 
snatch up any fireball potions 
you see. 


Final concoction 
Looking to try something a little 
different, perhaps an experimental 
party? Perhaps try a thematic 
party or remove the weak link? 
Consider the following: 

Fighter (large sword/cross- 
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Gang-beat enemies whenever you have the opportunity. 


bow): You know the drill. 

Fighter (axe/ranged): 

From Option A of the intermedi- 
ate party. 

Fighter (crossbow/ 
two-handed): From #2 of the 
intermediate party. 

Fighter/cleric (hammer): From 
#h of the intermediate party. 

Fighter/thief (bow): Slightly 
modified from Option B of the 
intermediate party. 

Fighter/mage (bow): So that 
you have some identification 
abilities, but retain your high 
defensive base. A fighter that 
only casts beneficial spells, since 
it requires no armor is worn. It’s 
possible to make this character a 
gnome fighter/illusionist. 

Similarly, you can make an 
entire party of thieves. Needless 
to say, it would be quite fun to 
have an entire party with a high 
stealth skill, as you wouldn t 
need to send a lone character to 
scout and perform various dirty 
tasks. With six thieves you'll 
have plenty of skill points so 
that everyone can get over 100% 
stealth. Make sure to hold onto 
any platemail you come across, 
then have a fighter/thief don the 
armor when you need brute 
strength over stealth. Just 
remember to plan out any party 
you make, and from there you 
are free to do almost anything 
you please. —David Ryan Hunt 


equip archers with bolts of light- 
ning or other attacks that pause the 
victim. To start the fight, send ina 
thief with hide and throw an explo- 
sive potion. Fireball casts too slow 
to have the same results. If you 
have three fireball potions and 
three characters to use them, this is 
easy. Otherwise, you must engage 
and slay the powerful undead 
forces. Meanwhile, the idol will be 
blasting your party with 
flamestrike. Systematically elimi- 
nate the enemies and proceed to 
destroy the idol. 
Brother Poquelin 
Weapons 
Fire 
Monsters continually 
attack throughout this fight. Hold 
them off your mages, but focus on 
Poquelin. He’s got a low AC but is 
otherwise weak to melee, so throw 
out your best fighters and chop 
him up. This fight is rather hectic, 
and he uses a spell that hits your 
entire party with flamestrike, so 
cast fire protection. 
Pomab and cryshal sentries 
Non-magical 
arrows, weapons 
Lightning 
If you have any lightning 
resist potions, use them for this 
fight. Pomab makes several copies 
of himself, so you must find the 
right one. Fire off bows if you have 
arrows that don’t have elemental 
damage, otherwise chase him down 
with fighters. Keep your lightning 
resist up and you'll eliminate the 
biggest threat. Ignore the Cryshal 
Sentries. They are like trolls, only 
they get back up much faster and 
at maximum hitpoints. If necessary, 
have your mages run in circles to 
avoid them. 
Belhifet (final boss) 
+3 weapons 
Fire, slashing 
Don’t bother casting 
offensive spells. Your mages are 
best used to distract the iron 
golems by running in circles. Try 
to spell up your party during com- 
bat (not before). Either way, you’ll 
want to take this through brute 
force. Throw all your fighters at 
Belhifet, and don’t let off him for a 
second. Keep a cleric ready to cast 
Heal if one of your warriors gets 
low. For a final battle, this really 
isn’t all that difficult-the previous 
battles were much harder. If your 
fighter isn’t strong enough, cast all 
the beneficial spells and potions 
you have. Also, there is no need to 
worry about a character dying, as 
long as you beat the boss. 
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This bum has some useful information. 


Deus Ex 


IT REALLY IS A PLEASURE TO WRITE A TIPS PIECE FOR A GAME LIKE DEUS EX. FIRST, 
it's a great game; if you’ve played it enough to actually need a tip, you’ve 
probably already noticed that. Even better, though, is how amazingly open- 
ended this game is. The designers seemed to go by the rule that, if one way to 
solve a puzzle is good, eight is better. 

Thus, if you don’t like a suggestion here for how to get past a problem, you 
can probably come up with something more satisfying on your own. More sat- 
isfying can mean either that you kill fewer people, or you get more stuff, or 


more things explode, depending on your taste as a player. 


How to solve any problem 
Though the settings and situations 
in Deus Ex have a great deal of 
variety, most of the obstacles you 
will face fall into a few, simple 
categories. In each case, there are 
a number of things that you can 
try, and in practically every case 
several of them will work. 


Situation 1: 

The locked door, with a keypad 
There’s a door (or cabinet, or con- 
tainment field) with a perky little 
keypad by it. 


Talk to everyone several times 
(many characters won’t give 
up their useful knowledge on 
the first go) and read every 
datacube. Datacubes are often 
under stairways, tables, or 
desks. If the difficulty of the 
keypad is INF (for infinite), 
you need to find the code. 
This only happens rarely. 


Use multitools on the keypad. 
Electronics skill helps. 


Use lockpicks on the door. 
Lockpicking skill works. 


Throw a LAM at the door or 
shoot it with a GEP Gun. Noisy. 
Inelegant. Satisfying. Fun. 
Only works if the door 
strength is not INF. 


Look for a ventilation shaft 
you can use to get around the 
door. This works more often 
than you might think. 


Hack into the computer ter- 
minal, which is almost 
undoubtedly nearby. Use it 
to open the door or power 
down the field. Buying a 
level of Computer skill is 
highly recommended. 


If the combination is one or 


two digits, you can always try 
trial and error. 


Situation 2: 

Locked door or cabinet, 

no keypad. 

Most of the above methods work. 
Also, for lockers and desks, try 
shooting them with your pistol or 


a shotgun. In desperate situations, 


you can look for the key. Search 
bodies, inside lockers, and under 
desks and tables. 


Situation 3: 

A whole bunch of enemies 
Suppose there are a bunch of hos- 
tiles between point A and point B. 
Sometimes, you'll have to kill 
them. Often, you won't. 


Sneak past them. Crouch and 
pass them carefully. Slow, 
but it doesn’t use ammo. You 
can also use Thermoptic 
Camo or the Cloak augmen- 


One of Deus Ex’s many appealing characters. 


tation to evade enemies. This 
route is generally very slow 
and tricky. 


Frontal assault. Just run in 
and shoot. Deus Ex does not 
generally reward this sort 
of behavior. 


Go around. Whenever there 
is a large group of foes, 
there is almost always a 
ventilation shaft you can use 
to get the drop on them or 
pass them entirely. 


Snipe and flee. Probably the 
gold standard for dealing 
with a bunch of enemies. The 
enemies in Deus Ex have very, 
very short memories. Even 
after you've attacked and 
wounded them, if you wait 
thirty seconds or so, they will 
act like nothing bad has hap- 
pened—even if, while on 
patrol, they are stubbing their 
toes on the bodies of their 
fallen comrades. 


So find a ventilation shaft or 
good sniping ledge (the Al 
also has serious trouble send- 
ing enemies up and down 
stairs and into little tunnels). 
Sneak forward. Snipe some- 
one. Duck back. Count thirty. 
Repeat until everyone is dead. 
Get head shots whenever pos- 
sible, even with a pistol. 


As an aside, nothing is as use- 


e Here's 300. Give me the 30.05 ammo. j 
r 


superiors won't. 


ful as the Weapons: Rifle skill. 
In terms of effectiveness, 
ammo availability, and ease 
of use, the sniper rifle/shot- 


gun/assault rifle combo is 
impossible to beat. 


Use a shotgun with SABOT 
rounds on enemy turrets ana 
spiderbots. Works best at 
higher training levels. 


In a few battles early on, there 
are friendly people nearby. 
Get close enough to the 
enemy to get them to chase 
you, and then run back to 
your friends. Smugly watch 
the carnage. 


Situation 4: 

Traps 

Suppose that a corridor is 
blocked by laser detector beams 
or a computer eye, and you need 
to get past. 


Look for a nearby panel. Use 
multitools on it. Alternately, 


Tiny Tuyyitay 
4 Me 2 


Many people will provide you with ammo. This is good, because your 


use multitools on the eye 
or any turrets (if you can 
reach them). 


Run by very quickly. Any 
alarm you set off deactivates 
itself in a few seconds. In the 
meantime, you can usually 
find cover from the turrets. 


Find the security terminal that 
is almost always nearby. Hack 
it. Turn off the cameras. 


Shoot the eye or the turrets. A 
shotgun with SABOT rounds is 
great for this, though at 

Master level one shot from the 
sniper rifle also does the trick. 


It’s not hard to sneak by elec- 
tronic eyes. Watch their 
movement. Also, they can't 
see you when you re right 
under them. 


One final tip. Unless you're 
very attached to gadgets, 
ditch all of the mixed junk 


you pick up (EMP grenades, 
gas grenades, crossbows, 
candy bars, etc.) to make 
room for a single GEP gun. 
Even without any skill points 
invested, a GEP gun makes 
any boss, group of enemies, 
or pesky door much less of a 
problem. 


The Full Walkthrough 

Here is a full walkthrough for 
Deus Ex, with multiple approach- 
es described for tricky areas. 
Remember the alternate solutions 
above work for practically any 
problem. This walkthrough will 
generally assume that you lack 
the skills needed to breeze 
through an area. 


Liberty Island 

Find the crowbar and smash open 
all of the crates. Keep the crowbar 
with you for the rest of the game. 
Talk to Paul and get a free weapon 
(crossbows are lousy, rifles are 
great, and the GEP gun, while cool, 


Use the security panel on the right to turn off the panel and release Gunther. 


| 


will languish without ammo for a 
long time). 

Sneak and snipe your way 
north to the docks. Stop in at 
UNATCO headquarters northwest 
of where you start for the chance 
to find some goodies. On the 
way north, there is a datacube 
with a password on a stone table 
(SATCOM/UNATCO_001; from 
now on, user names and pass- 
words will be written USER- 
NAME/PASSWORD). You will have 
to sneak past an enemy robot. 
Good practice. 

At the dock, talk to the bum. 
Choose “You can trust me.” Geta 
nanokey. If you search the area 
around the statue base, you will 
find a number of NSF terrorists (or 
freedom fighters, depending on 
what mission you're playing) and 
hiding places for goodies. 

When it’s time to enter the stat- 
ue, you have two choices. You can 
use the west door, which involves 
sneaking past the robot again and 
using the login you found earlier 


The hold of this sunken barge contains goodies. 


Don’t like her. Never did. Never will. 
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I’ve got crazy flipper fingers. 


on the security panel to the left 

of the door to turn off the turret. 
Or, you can climb the pile of crates 
at the northeast corner of the 
statue base. 

Either way, once inside, find 
your way down to the entry hall. 
There are a number of guards 
you will need to evade or kill. 
There is a vent in the northwest 
corner of the entry hall that pro- 
vides easy access to where 
Gunther is being kept prisoner. 
There are three guards around 
Gunther's cell. This is a good 
chance to practice sniping 
someone and then ducking back 
into the tunnels to wait for 
things to calm down. Once the 
guards are gone, use the user- 
name and password you found 
earlier to access the security 
panel (or just hack it). You can 
turn off all of the turrets and 
free Gunther. 


The panel to the right moves the coke 
machine. 


tive 


af : PRE 


When these guys die, stay clear. 
They explode. 


| 


Now climb the statue, killing 
guards as you go. At the top, 
question the NSF commander 
repeatedly. He certainly sounds a 
lot saner than Gunther. Go to 
headquarters, northwest of where 
you started. 

This is the first of several 
times you will be in UNATCO HQ. 
You can get lots of information 
but minimal ammo. (Maybe 
they had budget cuts.) 
Whenever you're there, talk to 
everyone repeatedly, hack all of 
the computers, and look under 
all of the desks. Finally, report to 
Manderly (just down the hall 
from your office), leave HQ, 
and go to the docks. Make 
sure you have some food in 
your inventory. 

(Also, before you talk to 
Manderly, be sure to step into 
the women’s bathroom down- 
stairs. Humor.) 


Give candy to this boy. 


Hit upside the head with the 
ugly stick. 


Battery Park 

First, you need to get into Castle 
Clinton. To take the stealth route, 
| give candy to the small boy near- 
' by, you learn a code (9183) to get 
in through the secret passage 
behind the coke machine. 
Downstairs, there is a ventilation 
shaft underneath the camera to 
the right. You can use it to evade 
| and ambush your enemies. 

| Proceeding through the area, you 
will find a turret in a storeroom. 
Run into the room the turret covers 
and you will find the ambrosia. 
The stairway out is nearby. 

Or you can sidle around to the 
side of the Castle, and move some 
boxes that are blocking a passage 
through the main wall. This brings 
you out into the courtyard, where 
you can dispose of the NSF guards. 

Alternately, you can go to the 
main entrance of the castle. Run 
inside, get some terrorists to give 


' chase, and then run out to where 


your allies are waiting. In the 
building in the center of the large 
entry hall, you can find a dat- 
acube with the passcode to the 
trapdoor (666). Go downstairs 
and you will be near the turret 
and the barrel of ambrosia men- 
tioned above. 

Now go to the subway station, 
to the northeast. Watch the brief 
battle and loot the bodies (being 
allowed to search these dead ter- 
rorists is the closest UNATCO will 
get to supplying you with ammu- 
nition). Search the shacks and 
find the trapdoor to the steam- 
filled shaft (while this is not the 
only way in, the gruesomely 
guarded front entrance is, well, 
not fun). Descend into the tun- 
nels. From this network of shafts, 
snipe and kill all of the terrorists. 
Be careful not to shoot the dyna- 

'_ mite. As always, when they realize 
that you're there, back up and 


Always hack computers, especially in UNATCO HQ. 


wait for thirty seconds. When all 
of the terrorists are dead, emerge, 
talk to the hostages, and get into 
the subway train. 


Hell’s Kitchen 

Welcome to New York’s infamous 
Hell’s Kitchen. | sort of imagined it 
with more cars and less crates of 
ammo, but there you go. 

Visit all of the locations except 
the Ton Hotel and Osgood and 
Sons. Talk to everyone two or three 
times. Wander the alleyways until 
you meet Sandra Renton. 
Intimidate the scumbag hassling 
her and then talk to her several 
times. You'll get the password to 
see the Smuggler. 

Talking to everyone in the 
Underworld bar will give you use- 
ful information (including a code 
that will help you in Osgood and 
Sons, later on). The Free Clinic pro- 
vides a reliable source of healing. 
The Smuggler (accessed through a 
stairway near the subway 
entrance) sells weaponry. You can 
get better prices from him if you 
do a small side mission in the sew- 
ers (accessed through two man- 
holes in the street, one of which is 
in the alley by the Ton Hotel). 

When you're ready, go to the 
hotel. You can enter either by 
walking through the front door or 
climbing the fire escape. Either 
way, there’s one terrorist down- 
stairs and two more in the hallway 
upstairs. Sneak around and try to 
snipe a few good head shots. If 
you fail to save the hostages, you 
can still continue, but your good 
name has been besmirched. This is 
usually the only penalty for failing 
a side mission. 

When the terrorists are dead, 
find Paul’s apartment, upstairs. 
Use the painting in the living room 
to access the keypad behind it, 
and enter the code 4321 (there’s a 


crasswind. 


* Let's go. 


Black Helicopter: You don't want to fly one of these birds al wound up. They have 2 temperament, especially ina 


be 


At the end of most of the missions, use the chopper to move to the next level. 


hint to this in the datacube on the 
coffee table). Loot the supplies. 

Now go to Osgood and Sons. 
Your conversations with the locals 
should have convinced you that 
this is the front for NSF activities. 
Your first goal is to ascend to the 
roof. There are two routes up 
there. One is through the back 
passage, and involves disarming 
mines. The other is reached by 
smashing some crates blocking a 
passageway, and leads to a ladder 
to the roof via the basement. 

Once on the roof, you need to 
go southwest, jumping or climb- 
ing from building to building. ! 
There are many opportunities for 
sniping along the way. You're ! 
looking for a building with large 
antennae on top and guards and 
dogs wandering around the base. 
Once there, you need to get in and 
disable the generator on the sec- 
ond floor. 

There are three ways into the 
building: jump to the roof and 
climb down (you'll need to snipe 
lots of guards), by the front door 
(for a refreshing frontal assault), 
or by sneaking in through the 
sewers (which has several traps to 
disarm or evade). When you reach 
the generator, there is a computer 
in a nearby control room. Youcan | 
hack the computer to shut down 
the generator (One of only 80000 
good times to use the Computer 
skill). Alternately, one LAM or 
other high explosive will destroy 
the generator. Finally, run or fight 
your way up to the roof and use 
the helicopter to escape. Gunther 
is up there, incase any reprobates | 
are following you. ! 

Now that you're back at HQ, 
do the standard routine. Search 
the whole place from top to bot- 
tom. All of the goodies have 
been replaced. Talk to everyone 
twice, ending with Manderly. Be 
sure to listen in on Simons’ 
interrogation below. (He’s 


delightfully evil. When you kill 
him later on, it sure will be satis- 
fying.) When you're ready, go 
upstairs to the chopper. 


Tunnels and planes 

This very long section describes 
your efforts to track down Paul 
Lebedev, a very rich supporter of 
the NSF. You will also find out that 
All Is Not As It Appears. 

You're at Battery Park again. 
There is a phone booth with a key- 
pad you need to use. The code is 
in a box (6653) in one of the 
shanties. You can also buy it from 
Harley Filben, who lurks nearby. 
Use the keypad in the phone booth 
to enter a subway station filled 
with mole people. 

Long story short, you need to 
use the keypad under the sink in 
the women’s bathroom (the code 
is 5482). You can find this out by 
blowing up an obstacle and open- 
ing two water valves for Charlie 
Fann, who waits upstairs. If you 
don’t have explosives, you can get 
some from Lenny, who wants Zyme 
in return. 

When you use the code and 
leave through the bathroom pas- 
sage, you will be in the mole man 
tunnels. Kill or evade the terror- 
ists and talk to the mole people. 
You will learn where the terrorist 
commander is. Go to the room at 
the south end of the tunnels, 
enter the room filled with card- 
board boxes, and use the pro- 
truding brick at floor level. This 
opens up a secret room. You can 
kill the NSF lieutenant, but you'll 
just feel guilty later. Get the key 
and use it on the door at the far 
north end of the area. 

You are now in a long chain of 
trapped rooms. In each case, there 
are several ways to get past each 
obstacle, involving ventilation 
shafts, picking (or blowing up) 
locked doors, using multitools on 
panels, or just taking lots of dam- 


Men In Black | can handle. Goths? Not so sure. 


age. You will eventually find a 
room with two patrolling robots. 
You can sneak past them by using 
patience and the small opening in 
the wall to the right. Once past, 
there is a datacube on the floor 
between two banks of machinery. 
Read it to get a login 
(etodd/saintmary). 

Next up is the helibase. When 
you enter, there are offices to the 
right and left, a helipad straight 
ahead, and an electric eye just 
above you. One of the three bar- 
rels of ambrosia you re supposed 
to find is right at the entrance. 
There are also a number of guards 
in this area. 

Your goal is to leave via the 
helipad area. There is a passage 
away from there to the east anda 
trapdoor in the floor in the north- 
west corner. Either exit leads to the 
next area. You can sneak out, just 
run past the enemy like mad, or 
kill the guards. The easiest way to 
achieve that final goal is to snipe 
at them from the catwalks over- 
head. If you get up there via the 
offices to the left of where you 
enter, you can also find a comput- 
er terminal that controls the auto- 
matic defenses. The login and 
password was in the datacube in 
the previous section. When ready, 
move on to the next section by 
one of the two exit routes. 

You emerge in one of two 
areas of the LaGuardia Airfield. A 
huge hangar dominates the area. 
Your goal is to get inside. There 
are lots of stacks of crates and 
lots of patrolling enemy bots. 
Fortunately, the bots are easy to 
avoid. Ignore the corner towers 
with the big guns for now (there’s 
lots of supplies inside, but you 
can get them easily at the end of 
the level). 

Go to the dock at the southwest 
corner of the area. The second 


barrel of ambrosia is there. Now 
go east. There is a locked gate 
with several guards in front of it. 
Kill them. Search them to get the 
key and open the gate. Sneak 
into the barracks beyond. Climb 
to the second floor of the bar- 
racks. One of the unlocked lockers 
in the barracks contains a key- 
code (5914). Use it to enter the 
catwalk to the hangar. 

Once inside the hangar, things 
calm down. Poke around, then 
climb into the plane. The third 
barrel of ambrosia is in the plane's 
cargo hold. Lebedev is at the top 
floor. Talk to him. He can educate 
you about the sinister machina- 
tions of Majestic 12, the main Evil 
Conspiracy of Deus Ex. 

While you're talking to 
Lebedev, Anna shows up. She 
wants you to kill him, in direct 
violation of orders. You can kill 
her, him, or, if you're feeling vig- 
orous, both. Killing her is probably 
your best bet. You'll have to do it 
eventually, and it’s never easier 
than now, when you have the drop 
on her. Whichever happens, leave 
the plane and the hangar. Go to 
the chopper, which is waiting for 
you at the north side of the 
hangar. Take everything out of the 
corner towers on the way. 

Back at HQ, do everything you 
did before. Loot. Talk. Get mission 


| from Manderly. Chopper. 


Running errands 
Jack won't take you on your mis- 
sion. Instead, he takes you to the 
Ton hotel to speak with Paul. Paul 
is in bad shape. He asks you to 
join the fight against MJ12. Might 
as well; you don't really have a 
choice. Be sure to use the 4321 
code on the keypad behind the 
painting again. The supplies have 
been refreshed. 

Go downstairs. Speak with the 
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Rentons and kill Jojo for them. 
(For extra amusement, put a 
bullet in the back of his head 
while he’s threatening them.) 
Explore all of the places in Hell’s 
Kitchen you've been before. 
Some of them have new supplies, 
and the Smuggler is still happy 
to deal with you. Finally, go 
down the street that has been 
opened up to the west. 

You are now at the UNATCO 
base, formerly an NSF hangout. 
This is one of the most marvelously 
Open-ended areas in the game. 
There are numerous ways to get 
through this area. This is the route 
that takes no special skills, but 
knowledge of Computers or 
Electronics will make everything 
much easier. 

Search the trash around the 
base to find a password (tjeffer- 
son/newrevolution). Enter the 
base via the unlocked door. You 
will be in a warehouse. Find the 
women’s restroom. There’s a key 
inside that will help you out in 
the basement. Go to the third 
floor. You will find a computer 
room. A second computer room 
is visible through a window. It’s 
filled with poisonous gas, which 
can be emptied out using a but- 
ton in the back corner. Enter the 
now safe second computer 
room. There is a security termi- 
nal in one corner, behind some 
computer banks. Use the pass- 
word you found outside on the 
terminal. Turn off all of the 
cameras and open the trapdoor 
to the basement. 

In the basement, you will find a 
lot of laser beams and turret traps. 
Lockpicks and multitools help you 
out a lot here, or, ina pinch, you 
can just use the many hideyholes 
to hide out while waiting for the 
turrets to stop shooting. 
Eventually, you will find a pair of 


a Mi 


Tonnochi Road is easy to find if you follow the signs. 


rooms with many datacubes. Some 
have evidence proving UNATCO’s 
corruption. Another one contains 
two valuable logins (mcollins/rev- 
olution and napoleon/revolution). 
Now that you have what you need, 
leave the basement and climb to 
the roof. 

Be ready for a fight, because 
you're about to really, really tick 
people off. Enter the satellite con- 
trol room. Use the first password 
from the basement to log into the 
first computer. Press all three rota- 
tion buttons and the open door 
button. Enter the second chamber 
and use the second login to log 
into the second computer. Press 
the send message button. (Of 
course, if you can hack these com- 
puters, a lot of suffering in the 
basement is unnecessary. By now, 
you probably didn’t need to be 
told that UNATCO is evil. One look 
at Gunther's icky robot face con- 
vinced me.) 

Leave the base. The masses of 
infuriated guards trying to kill 
you might slow you down. 
Sniping works. So does blowing 
up the TNT crates to kill the 
enemy, or just (my preferred 
method) running past the sur- 
prised enemy very, very rapidly— 
think Michael Johnson. 

Return to the Ton. Talk to 
Paul. A mass of men in black 
will attack his room. You can 
flee to the roof, leaving him to 
die, or you can help him fight 
them off. Several LAM rockets or 
grenades really help in this situ- 
ation. Whether Paul dies or lives 
has only a tiny effect on the rest 
of the game. (1 found that his 
death makes the upcoming 
wholesale slaughter in UNATCO 
HQ much more amusing to role- 
play.) Whatever happens, go 
back to the station and use the 
subway. At the other end, sur- 


| 


| 
| 


Deus Ex takes a moment to earn its Mature rating. 


render to Gunther. 


Prison 

The next section begins in prison. 
You ve been captured, and all of 
your equipment is gone. You need 
to escape. 

Wait a minute, and Daedelus 
will contact you for the first time. 
After you hear what he (it?) has to 
say, your cell door will open. 
Sneak up on the guard at the desk, 
picking up a melee weapon on the 
way. Dispatch him as quickly as 
possible. Standing so that you 
block the alarm helps. 

A datacube on the desk has the 
code for the cellblock (4089) and 
the cells (4679). Search the cells 
and sneak past the camera out of 
the cellblock. Go south. 

You can either fight or sneak 
your way through the robot bay. 
The former route is recommended. 
You can get weaponry and, in the 


offices above, the code to enter 
the armory (2971). Then keep 
heading south. Sneak past the 
huge military bots (not hard, just 
crawl behind them) and enter the 
armory. All of your equipment is 
on the shelves, and there’s plenty 
of other stuff. Load up. 

Walk back to the north, head- 
ing for the nanotech lab. You 
can walk out in the open, using 
sniping and stealth to deal with 
your foes, or look for the vents 
that lead north, taking you past 
many of your obstacles. Once 
you're in the nanotech lab and 
have killed the Man in Black, 
look in the filing cabinets. You 
will find the code to the medlab 
(0199, also can be obtained 
by talking to Dr. Moreau). The 
filing cabinets also contain a 
datacube with the usernames 
and passwords of everyone in 
UNATCO HQ. 


A few hours of play later, I’m killing this guy. 


lf, like me, you are a bad person, hitting the rats with the crow bar is tres 


tres amusing. 


Continue north to the medical 
laboratory, either by entering a 
new vent in the nanotech lab 
(the locked one) or by using the 
halls. Use the code above to 
enter and approach Paul (or his 
corpse, depending). Daedalus 
will contact you and give you 
the exit code (1125). Leave 
through the command center, to 
the south. As usual, you can get 
there using either hallways 
or vents. 

You are now in the lowest 
level of UNATCO base. Gleefully 
slaughter your former coworkers. 
Find and talk to Jaime Reyes. | 
strongly recommend telling him 
to stay in the base and spy. Talk 
to all of the other named charac- 
ters. Some will support you. 
Manderly, on the other hand, 
must die. If you haven't killed 
Anna Navarre yet, use the pass- 
words from the nanotech lab (or 
hacking) on all of the computers 
to get both parts of her kill 
phrase. Loot thoroughly. When 
you're done, leave via the front 
door and use the helicopter. 


Paul Denton: He wahority o 


A long stay in Hong Kong 
On the way to Hong Kong, you are 
taken prisoner once again. This 
time, your helicopter is caught, 
and you need to escape a small 
MJ12 base. First, if you have any 
Computer skill (you do, don’t 
you?), go upstairs to Control Deck 
#2 and hack the panel to turn off 
all of the cameras. 

Return to the hangar and find 
the entrance to the airshafts. Enter 
the vents, which should now be as 
familiar and comfortable to you as 
a nice, warm blanket. Explore 
thoroughly. Find the munitions 
storage room and get the key to 
the purge valve. Find the purge 
valve and open it. This will knock 
most of the guards below out of 
action. (You can also snipe them 
from the vents or do a frontal 
assault.) You might also find bays 
containing military bots. Hit them 
while they're helpless. 

Descend to the barracks. The 
key to Control Deck #1 is in the 
middle locker near the bed and 
can be reached with a lockpick or 
by smashing the door open. 


Get ready for an attack. It’s coming through the front door soon. 


Useful keypad. Hidden in the women’s bathroom in the mole people subway. 


Ascend to Control Deck #1 and 
press the Weapons Lock button. 
The chopper will blast open the 
door out to the street. Return to 
the hangar and leave through the 
jagged hole, dealing with the two 
military bots by your preferred 
method (Stealth. Violence. 
Running like hell.) 

You are finally on the streets of 
Hong Kong. Wander around. Talk 
to people. Play tourist for a while. 
After you've explored the shops, 
go east and find the Luminous 
Path compound. Talk to Gordon 
Quick, who is waiting for you at 
the front door. He tells you to go 
see Maggie Chow, who lives at 1313 
Tonnochi Road. 

Find the Lucky Money Club (at 
the north end of the area). A sign 
directing you to Tonnochi road is 
nearby. Follow the path, and you 
will be in an area with a river and 
many barges. There's plenty of 
money and supplies to be found 


! here. When you're ready, keep 


will be attacking soon. 


The key terminal at the top of the UNATCO base. That guard out the window 


following the signs to Tonnochi 
road (a broken bridge will force a 
little detour). Once at Tonnochi 
road, enter the luxury apartments 
on the left. 

Talk to the nice man behind the 
counter. Then go into the back, 
use the public terminal to get the 
code to reach Maggie Chow 
(3444), and take the private eleva- 
tor. She will ask you to go to the 
police station and get evidence 
that the Luminous Path are actual- 
ly the bad guys. She gives the 
code to the police vault (87342). 

Actually, Maggie Chow has the 
Dragon Sword, and your final goal 
involves ransacking her flat. If you 
don’t want to anger the cops, you 
can just leave the apartment, 
sneak back in, and enter her secret 
lab (more on this below). If you 
don't mind a little crime, the 
police station is just down the 
street from where you entered 
Hong Kong. Break in through one 
of the doors (the code, found in a 
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nearby shop, is 911), deal with the 
police inside using a weapon 
that’s not a gun, and enter the 
vault. Read everything. Turns out 
that that nice Maggie Chow lady is 
actually quite sinister. Go figure. 

Return to Maggie's apartment. 
If you enter via the front door, the 
maid and several MJ12 soldiers will 
attack you. (There are also two 
back ways in.) Flee into the upper 
rooms (which will lose the guards, 
and you can sneak back and 
snipe) or fight. 

If they don’t leave the door to 
the secret lab open, you will need 
to find it. Hacking the computer 
panel above gives you access, as 
does using the lamp in the ceiling 
by the dining room. Open the case 
with the dragon sword by hacking 
the computer, using Electronics on 
the keypad, or using the code 
(718, using an extremely obscure 
clue on a datacube upstairs). 

Take the sword to the Lucky 
Money club, near the entrance to 


the canals. Talk to everyone inside. 


A key and supplies are in that window. 


You can get some useful equip- 
ment and some good laughs. Talk 
to the bartender and enter the 
back rooms to talk to Max Chen. 
Peace between the rival gangs is at 
hand. At this point, some com- 
mandos will attack the bar. 
Fortunately, the guards will help 
you kill them. 

Return to the Shining Path 
headquarters and talk to Gordon 
Quick. He gives you the code to 
enter the compound (1997). Enter 
and climb down to the training 
room. Use the 1997 code on the 
keypad to enter Tracer Tong’s 
secret compound. Talk to Tracer 
Tong (who's not far in). Go down 
to the platform with the ominous 
crane thing above it. Stand on the 
platform and get your killswitch 
turned off. Go back upstairs and 
speak with Tracer again. He gives 
you a new destination: Versalife 
(as well as the code to enter: 
06288). Be sure to find and speak 
with Alex, and loot everything you 
can find. 


df Denton: | know your UNATCO kifphrase: aputan machine. 


Truly a memorable moment. 


“We make tomorrow look 
like yesterday” 

Versalife is by the Lucky Money. 
Use Tong's code to get in. Talk to 
the receptionist. 

You need to get a temporary 
security pass. To get one, you can 
pay off Handley (who is upstairs), 
kill Handley for a treacherous fel- 
low on the third floor, or get one 
using the computer terminals. You 
can hack them or course, or you 
can find the login in a datacube 
under one of the desks 
(ALL_SHIFTS/DATA_ENTRY). Use the 
temporary code (6512) to enter the 
elevator on the third floor. You will 
enter the secret MJ12 outpost. 
Fortunately, the guards aren’t try- 
ing to kill you. Yet. 

Your overall goal is to get to 
the main computer in the labs 
below you. If you have Computer 
skill, you can hack a panel in an 
office upstairs to open the door 
at the base of the hand statue at 
the entrance. Then you can go 
downstairs, hack into the main 
computer terminal (look for a 
big shaft with a small elevator 
leading up into it, the elevator is 


at the top) and download the 
needed information. 

If you don’t have Computer 
skill, things are much more diffi- 
cult. From the hand statue, go 
upstairs to the offices. Note that 
the restroom has a ventilation 
shaft in it, which makes what you 
need to do next much easier: kill 
everyone up here. Then break 
into (or blow up) the case in the 
conference room. The datacube 
inside contains the password to 
the main computer terminal 
(mchow/damocles). The vent in 
the basement will take you down 
to the lower laboratories. Go to 
the main computer, log in, and 
download the information. 

Either way, fight your way out 
(or just run). Go back to Tracer 
Tong. He will send you back to 
Versalife and give you a code to 
enter through the back door 
(55655). The Canal Road entrance 
is near the Luminous Path com- 
pound. Follow Tracer’s route into 
the tunnels far underneath the 
Versalife offices. (You can also 
enter through the Versalife front 
door. Expect painful carnage.) 


Notice the body. Something isn’t right. 


Once inside the well-quarded 
Versalife tunnel, Daedalus will 
start speaking in your heaa. He 
tells you that you need to destroy 
the Universal Constructor (also 
called the UC) and gives you the 
code to do so (525, sort of short for 
a self-destruct code). 

Inside Versalife, you can use 
lockpicks, multitools, or violence 
to get past the guards and numer- 
ous military bots. There is a com- 
puter terminal beyond the robot 
storage bay. Hack it or use the 
login from your last raid 
(mchow/damocles). Upload the 
information and open the door to 
the UC. Climb down the shaft to 
the UC. Along the way, you will 
find four cases with augmenta- 
tions. Trial and error will quickly 
reveal that the codes are 01, 02, 
03, and O4. Keep climbing down. 

When you reach the UC cham- 
ber, Maggie Chow will attack you. 


a 
me 
vs 

ai 


There’s lots of augmentation canisters 
under Versalife. 


Best way to take out an unexpect- 
ing foe. 


Wendel 


Dispatch her. This is a great place 
to have a GEP gun. Find the key- 
pad for the UC and enter the 525 
code. Drop through the crack that 
appears in the floor and swim 
through the watery tunnels to get 
back to the canals. Return to 
Tracer Tong. Your work here is 
finally done, and your chopper is 
waiting for you in the courtyard. 


Hell’s Kitchen redux 

You are dropped off on top of 
the Ton Hotel. Sneak down to the 
streets, looting all of the rooms 
as you go. You will have to 
sneak through the streets, but 
there are lots of places to hide, 
so it’s not too hard. Don't fight, 
though, because all of the 
guards respawn quickly. 

Go to the Underworld. Talk to 
Vinny, at the bar, and when you 
get the option, choose ‘I'll check it 
out for you.” Your life later on will 


pi 


About to give Maggie Chow a nasty 
surprise. 


Use a grenade to destroy 
the fan. 


"SORA VES 


Underneath Versalife. Notice the alien. 


be much easier (though you don't 
have to do this). Then talk to 
Harvey Filben. 

Sneak over to the Free Clinic. 
Killing Max Greene is a good idea. 
You don't have to do it, but it 
makes your life easier and pro- 
vides some deep satisfaction. You 
can also drop by the Smuggler’s 
for some supplies. 

Finally, find and speak with 
Stanton Dowd. He's in a nook in 
the burned-out ruins of Osgood 
and Sons. Return to the roof of 
the Ton. 

At the shipyards, if you talked 
to Vinny, speaking with some 
marines will give you a key to the 
front gate. If you didn't, you need 
to sneak in through the heavily 
trapped sewers. 

Your goal in his section is to 
sneak onto the supertanker and 
sink the boat with five charges of 
high explosives. First, though, you 
need to get to the docks. 

There are two warehouses in 
front of you. The one on the right 
contains some offices with some 
useful information and supplies. 
There is a security panel, the 
login for the panel (usfema/secu- 
rity), several keys, and a keycode 
to one of the doors to the docks 
(0909). The warehouse on the left 
contains some military bots and 
some high explosives (if you 
don’t have enough). There's other 
equipment and information in the 
smaller buildings. 

Now go through the locked gate 
to the west. It can be opened by a 
keypad in the building next to it 
or a security terminal. You can 
also circle around the building to 
the gate’s left, but you'll release 
another military bot. Circle around 
the warehouses to the west 

Go north to the area guarded 
by military bots. There are two 
ways to the docks from here. First, 


you can use the 0909 code on the 
door just north of the crane and 
fight or sneak your way through 
the barracks. 

Second, you can take an eleva- 
tor up into the crane. Lower the 
bridge and cross to the building to 
the north. | doubt it will surprise 
you to find out that you need to 
enter through a ventilation shaft. 
You will come to a room with spi- 
derbots and a rotating fan below 
you. Destroy the fan blades with a 
grenade or GEP shot and then kill 
the spiderbots from above. Leave 
through a grate below the fan. 
You will have a great sniping view 
of the docks. 

Once at the docks, you need to 
get up to the deck of the ship. One 
elevator leads up to a control 
room. From there, you can move 
the huge girder suspended from a 
chain so that it forms a bridge to 
the ship. You can also use a key- 
pad on the dock to raise a ramp to 
the ship. If Vinny agreed to help 
you, one of the sailors in the bar- 
racks will give you the code 
(6655). Board the ship and enter 
the control tower. If you're short 
on high explosives, some can be 
found on the deck of the ship. 

Climb into the tower, searching 
all of the rooms. On the first floor, 
you can find a vial of ambrosia 
and a datacube with the code to 
the captain’s quarters (65678). 
There is a key in there to below- 
decks (there’s another copy of this 
key in another room) and the cap- 
tain’s login (kzhao/captain). You 
can use a ventilation shaft to get 
into the sickbay. In there, you can 
find a code to a bridge below- 
decks (9753). Now go downstairs. 

In the ship's hold, you will 
almost immediately find a 
guardpost. Once you have dealt 
with the guards, go west. There 
are two weld points in this cargo 
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The captain got a very creepy E-mail. 


bay. One is in plain sight in the 
northwest corner. To get to the 
other, you need to lower a 
bridge using the correct code 
(9753) on a keypad. You can 
then climb up, cross the bridge, 
climb through a window onto a 
pipe, and get a clear shot at the 
seam. A lucky LAM throw over 
the wall of equipment around 
the seam can also do the job. 

Return to the guardpost. 
There are three seams in the east 
half of the area. You should 
probably snipe some guards 
first. Then go northeast. There's 
an engineer you can talk to, who 
warns you about the malfunc- 
tioning equipment in the room 
ahead. A lucky shot can destroy 
the seam in here, which is right 
past the flying electricity. You 
can also repair the damage by 
using multitools on two panels 
in the vents below you. 

Enter the long vent in the 
northeast corner of the room and 
go down it to the east. You will 
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emerge in a chopper bay. This 
hole is a great place from which 
to shoot guards. Once it’s clear, 
blow the seam in the southeast 
corner of the chopper bay. Go 
back to the guardpost at the start 
of the level and go southeast to 
find the bilge room. Destroy the 
seam and use the captain’s login 
on the computer to reverse the 
bilge flow. (This is, of course, 
only one of many routes through 
this area, and will not take you to 
many of the small side rooms 
containing useful supplies. Be 
sure to poke around.) 

It's time to leave the ship, and 
quickly. When you leave the 
ship, an elevator to the south- 
west provides a good route out 
of here (if you can’t find it, 
leave through the barracks to the 
southeast and take the elevator 
up into the huge crane). Ascend 
through the fan room (prefer- 
ably using high explosives to 
destroy the fan, as described 
above) and climb through venti- 
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There’s the small vial of ambrosia you need. 


lation shafts to the roof. Jock is 
waiting for you in the chopper. 

Jock takes you to a graveyard. 
The caretaker lets you in. Go to 
the mausoleum and go down- 
stairs. Talk to Dowd a few times. 
Poke around in the sarcophagi to 
get supplies and food (yuck). 
Leave the tunnels and kill or 
sneak past the guards. Enter the 
caretaker’s hut. Kill him. Use the 
painting on the wall and use a 
multitool on the panel beyond to 
reveal the jamming device. Blow 
it up. Leave the hut and board 
the chopper. Watch out for the 
new group of soldiers that has 
just arrived. 


The City of Lights 
Your next stop is Paris. It’s a lovely 
city, though, as usual, very dan- 
gerous. Unfortunately, no oppor- 
tunities to do the tourist thing 
come up, though there is a charm- 
ing café and several apartments to 
break into. 

You start out on top of a large 


building. You need to get down 
to the ground. You can either 
get the code to the lift from the 
shack (4003) or just jump down 
the shaft. Before going down, 
you might want to play sniper 
for a minute. 

Once downstairs, find and talk 
to the crazy lady. She gives you 
the keycode to the radiation room 
(0001). Find the room, open the 
large garage doors with the code, 
and run through. The exit is in the 
back left corner, and there’s a 
hazmat suit nearby. 

Go through the sewers and 
you will emerge in a dull section 
of Paris. You can break into the 
building with the catacombs 
entrance through the back (one 
of the guards also has a key). If 
you want to do a little extra 
adventuring, you can enter 
the subway. 

Once in the catacombs, kill or 
avoid the scattering of soldiers 
and head east. Find the Silhouette 
hideout and speak with Chad. He 


The jamming device in the caretaker’s hut. 


Master skill in fashion sense. 


will give you a key to a nearby 
vault door and offer his help in 
return for the rescue of his friends. 
Leave the hideout, open the door, 
and go north. There are numerous 
guards, and you need to incapaci- 
tate them to help the prisoners get 
out safely. Side passages contain 
ammo, a repair bot, and a useful 
security login. 

Eventually, you will find a pas- 
sage with a laser trap and a turret. 
Face the turret. To your immediate 
left, behind a gravestone, is a 
small tunnel. Go through this small 
tunnel to reach the area where the 
prisoners are held. There are lots of 
guards here, and they all need to 
be taken out. Do this from the 
safety of the tunnel. 

Once the prison room is clear, 
go to the large room on the other 
side. A Woman In Black is using a 
security terminal. Kill her and hack 
it (Or log in. The password is in 
one of two datacubes earlier in the 
area: hela/ragnarok). Turn off the 
turrets. Get the key on a nearby 
table, go back, and free the pris- 
oners. Return to Chad and he will 
tell you where to find Nicolette 
DuClare. The door to the sewers is 
near where the prisoners were 
held. Onward. 


Champs-Elysees 

You will emerge from the sewers 
in the Champs-Elysees, a large 
area with many opportunities for 
excitement and adventure. Sort 
of like Hell’s Kitchen, but with 
better bread. 

Before you do anything else, 
you probably want to sneak to the 
command post in the northeast 
corner of the area. Hack the com- 
puter there and you can turn off 
the military bots. 

Enter all of the stores, loot, and 
talk to everyone. Two locations are 
of great interest. First, an arms 


dealer has an apartment by the 
hostel. Lots of goodies inside. 
Second, if you were wise enough 
to tell Jaime Reyes to spy for you, 
he will meet you in the cafe and 
tell you Gunther's killphrase. This 
makes a nasty encounter later on a 
pure delight. 

When ready, go to the Club La 
Port de l’Enfer. You can pay to 
get in, or you can sneak in via a 
(surprise!) ventilation shaft. 
Once inside, talk to everyone. A 
quiet woman upstairs tells you 
to go outside and she will bring 
Nicolette to meet you. Go out- 
side and you will find Jock, a 
chopper, and the woman, who 
actually is Nicolette. Board the 
chopper and you will go to 
Chateau DuClare. 

This is a peaceful bit with nice 
scenery. Go around back and 
break into the house. Move slowly 
and enjoy Nicolette’s chatter. 
Some of it is useful. There are sev- 
eral ways to handle this area. You 
can use lockpicks, search for keys, 
use the dumbwaiter, or other 
sneaky tricks. The easiest route is 
to go upstairs and find the key 
behind the vase on a table in the 
hall. Enter Beth's room and use the 
painting over the desk (Nicolette 
offers a useful clue which leads 
you here). Get the key and read 
the datacube. 

Go down to the kitchen and use 
the key to enter the wine cellar. 
Find and use the candelabra on 
the wall to open a secret door. 
Beyond the door and some nicely 
smashable obstructions, you will 
find Beth’s computer. Use the 
login from her room 
(bduclare/nico_angel). Contact 
Morgan Everett. 

Leave the mansion via the maze 
to the north. Watch out for the 
handful of commandos patrolling 
the area. Board the chopper. 


A very nasty surprise for Bob Page. 


You are taken to an alley not far 
from a large cathedral. You need 
to get in there and find a comput- 
er with some vital information. 
First, you need to get through a 
locked gate. If you don't want to 
pick the lock or blow it up, a key is 
hidden in the room above the 
crates by where you started. 

Walk down the long street, 
sneaking past or killing enemies as 
necessary. Once you reach the 
cathedral grounds, you need to 
sneak in or dispatch the guards 
with some high quality sniping. 
Sneaking in is easier if you jump 
off the bridge and enter through 
the water. 

You need to get into the cathe- 
dral somehow. You can pick the 
locks of one of the many doors or 
climb the trellis against the rear 
wall of the building. Also, loud 
noises will cause the guards on the 
other side of the doors to come 
out, and they usually leave the 
doors open. 

Search the cathedral, killing 
snipers from the rear. Several of 
the rooms contain useful things, 
like a datacube with two codes 
(1942 and 0022) and a login 
(34501/08711). Find your way to 
the west tower. In the basement is 
the room with the Templar’s gold. 
The 1942 code gets you in here. 

Now climb the west tower. One 
door has an electric eye anda 
keypad by it. Sneak up to the door 
and use the 0022 code to get in. 
(There’s also a cute secret passage 
which leads into here, accessed by 
using a light fixture at the top of 
the stairs.) Enter the computer 
room. Gunther Hermann is waiting 
for you. If you have his killphrase, 
use it. Ha ha. Alternately, blow 
him up with the largest ordnance 
you have. Watch out for his 
flamethrower; having a fire extin- 
guisher at hand (for yourself!) is 


ann bes 


useful here. When things calm 
down, log into the computer ter- 
minal (34501/08711, or just hack 
it). Upload the information and 
flee the cathedral. Descend into 


' the metro station you passed on 


the way here and find Toby 
Atanwe. He blindfolds you and 
takes you to Everett’s hideout. 

Once there, go downstairs. Talk 
to Everett twice. Find Alex and 
talk to him too. There's a lot of 
neat stuff hidden here. There's a 
secret passage behind the mirror 
in the bathroom and an interest- 
ing locked door near Alex. Be 
nosy. Head back up to the chop- 
per. Notice that there is a body 
there. Odd. Talk to the suspicious 
mechanic twice. Go back to 
Everett and talk to him. Go back 
to the chopper and kill the 
mechanic. It is now safe to use 
the chopper and leave. 


Vandenburg AFB 

You are taken to Vandenburg Air 
Force Base, where the plan is to 
rescue Daedalus. Once again, you 
start on the roof, and, once again, 
the sniping opportunities are mar- 
velous. You can even, with 
patience and a GEP gun, kill all 
four of the military bots with mini- 
mal difficulty. 

If you can’t kill the four bots 
yourself, you need to find the two 
override panels. One is in the bot- 
tom floor of the building you're 
on. Either jump off the roof and 
enter from the ground or sneak 
down through the trapped upper 
passages. Either way, there are 
plenty of guards to worry about. 
At the override panel, use the code 
you were given (5868). 

The other override panel is by 
the sniper tower west of the main 
building. Use the code a second 


! time and then sneak to the build- 


ing with the friendly robots (west 
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of the starting building). Use the 
buttons inside to release them and 
watch the carnage. 

What a bother. In my opinion, if 
possible, killing the four enemy 
robots yourself is a much more 
elegant solution. 

Either way, enter the comm 
building and talk to everyone. A 
tech gives you a useful security 
login (tunnelO1/omegaza, also 
available from a prisoner in the 
main building). Find the trapdoor 
and descend into the tunnels. 

Disarm or run past the traps. 
Then there is a room with a very 
high radiation level. You can run 
through. Alternately, a nearby 
grate leads to a flooded room. 
There is a key on the submerged 
walkway. Get it and swim out 
the large passage. You will 
return to the tunnels, and the 
key gives access to a route 
around the radiation. 

You then reach a supply room 
with a bridge that can be raised or 
lowered. Go down the passage to 
the right to find the control room. 
Press the ‘3’ button to raise the 
bridge. Go back, cross the bridge, 
get the control room key by the 
dead technician, and leave. 

Return to the main building. 
This key will get you into the 
control room on the second 
floor. Speak repeatedly with Sam 
Carter and Dr. Savage. The doc- 
tor gives you-the main login 
(gsavage/tiffany). Enter the 
computer room with all of the 
lightning. You can use tools on 
panels to shut down the light- 
ning, or just dodge it. Take the 
elevator up, get to the computer 
terminal, and log in. Establish 
the uplink. 

Bad things happen. Leave the 
computer room and speak with 
everyone again. You will need to 
try to rescue Doctor Savage's 


daughter, Tiffany. Leave the main 
building and head north to meet 
with Jock. 

Jock takes you to an abandoned 
gas station. There’s a locked door 
nearby. Go north and speak with 
the bums to get a key. Once you’re 
near the gas station, there are 
three good ways to deal with the 
Tiffany situation. 


Way 1 

Sneak into the building on the 
left. You can stack crates to 
reach a vent, which leads to the 
roof of the building where 
they're holding her. Snipe 
through the hole in the roof to 
secure the room, and then clear 
the route to the exit. 


Way 2 

Snipe all of the guards outside. 
Make sure to only kill a guard 
when he is a safe distance from 
where Tiffany is being held. Rush 
into where they're holding her and 
kill the guards quickly. 


Way 3 
Botch the assault. They kill her. 
Feel bad and get on with it. 


Whatever happens, use the chop- 
per to leave. 


The Sea Base 

You need to break into the large 
base and find your way to a sub- 
marine. Move towards the base, 
killing or evading guards. 
Dispatch the soldier by the entry 
hatch. He has a key that will get 
you in. 

Once inside, look for a long 
shaft down near the computer 
room. Go downstairs, talking to 
scientists as you go. Walk down 
the long walkway to the subma- 
rine bay. You'll probably have 
to kill a few guards. Talk to the 


scientists or read the correct 
datacube to get the computer 
login (tech/sharkman). Use it to 
get to the sub bay. Use the 
working submarine. 

When you get to the deep-sea 
base, you find that everything 
has fallen apart. At least 
karkians are easier to deal with 
than commandos. 

Climb upstairs as far as you can 
go. Either run past the rogue tur- 
rets or blow them up (SABOT 
rounds are great for this). Enter 
the greasel lab. The next room has 
a locked door with a keypad. The 
flooded room just past there has a 
datacube on the floor with the 
code (5690). Leave through the 
locked door. 

You are now ina freshly exca- 
vated chamber. A huge karkian 
and the key out are in a side room. 
If you have a GEP gun, by the way, 
huge karkians will rarely trouble 
you for long. 

On the other side of the excava- 
tion chamber are several rooms 
with crew quarters. Go downstairs. 
You will find a passage blocked by 
blue trap lasers (which trigger 
small spiderbot guards). You get 
the standard choice: shaft, disarm, 
or just run. The next area has two 
side elevators that lead to useful 
supplies. There’s also an enormous 
spiderbot. Once again, high 
explosives are very useful. 

At the north end of this area, 
past the spiderbot, there's an ele- 
vator up. Jump into the water 
below the elevator to read the dat- 
acube and get a useful login 
(mj12/skywalker, used twice 
upstairs; as usual, if you have 
Computer skill, this annoyance is 
unnecessary). Take the elevator 
up. At the top, in the room with 
two mad turrets, log into the com- 
puter and extend the bridge. Cross 
and use the terminal to download 
the necessary schematics. 

Leave the way you came. In the 
excavation, Walter Simons is wait- 


ing for you. Fortunately, radio 
messages warn you. He’s just to 
the right, past the door. You have 
to fight him. My preferred 
method? Equip a GEP gun, leap 
through the door, swing right, and 
fire instantly. You can also run 
away and come back sniping. Or, 
you can just run by as fast as you 
can. If you do this, however, he 
shows up again later. 

Leave the sub base. The 
helicopter is waiting for you 
just outside. 


Nuclear Silo 

You go next to a nuclear missile 
silo, where you need to keep a 
missile from being fired at 


' Vandenburg AFB. The area is sur- 


rounded by the most impreg- 
nable thin, wooden fence your 
tax dollars can provide. Lockpicks 
can open a door in, or you can 
enter the barracks on the far side. 
A catwalk leads from there into 


' the compound. 


There are two ways into the 
silo. One building has an elevator 
down. Another has an entrance to 
the ventilation system. Both lead 
to a series of blast doors. The 
code given to you at the begin- 
ning of the mission (8456) still 


| works on the first few doors. One 


door, however, remains stub- 
bornly locked. Proceed, instead, 
to the control area. 

Look for a ladder up to a ledge 
with some spiderbots. From there, 
walk around and look over the 
edges. You will find a scientist 
trapped in a bathroom. Talk to 
him to get the computer login 
(elder/armageddon). Climb up to 
the main control room (needless to 


| say, you're being hassled by 


guards all the way). Press the 
Abort button. Listen to Everett's 
spiel. Log into the computer and 
select Relaunch Missile. 

Return to the door you couldn't 
get through. It’s been helpfully 
left open for you. There’s a large 


group of foes waiting for you, but 
a few placed LAMs or GEP gun 
shots will make your life easier. 
Once in the silo, take the elevator 
to level 2. Kill Strong. Take the ele- 
vator to Level 6 and climb out. 
Jock flies you away. 


Area 51 

Your journey nears its end. Your 
destiny awaits you at the bottom 
of Area 51, which, despite the 
direct nuclear strike, still seems 
rather pert and intact. 

The first thing you should do in 
this mission is duck. There's a 
sniper just above you. Move down 
to the warehouse to the left of the 
huge blast doors. There's a two- 
Story office inside. Talk to a tech- 
nician in the second floor to get a 
login (a512/xx15yz). Return to the 
sniper tower. Climb to the top and 
use the login on the security panel 
to open the doors. Of course, 
Computer skill makes this much 
easier. A ventilation shaft in a 
building near the blast doors can 
also get you into Area 51. 

Inside the blast doors, go 
down the branch to the right 
and find the two small build- 
ings. The elevator power switch 
is in the building on the left. 
Turn it on and go back down the 
other passage. Go down the 
elevator. Go past some traps 
and, when you reach some 
sparking machinery, wait for it 
to explode. Everett Dowd will 
then contact you with the first 
of your three options for ending 
the game: Kill Page and join 
the Illuminati. 

Look for and clear out a large 
room with train tracks and many 
guards. A message beamed into 
your brain tells you the code to 
the crew quarters (8946). The 


crew quarters are nearby. One 
contains a code to a sleeping 
chamber (0169). The other con- 
tains that chamber, which con- 
tains a key. 

This key gets you through the 
locked door in the train track 
room. On the other side, raise the 
elevator. Deal with the soldiers 
that come up. Go down to the next 
section. Tracer Tong will immedi- 
ately contact you and tell you his 
goal: destroy Area 51 and set back 
humanity several centuries, usher- 
ing in a new Dark Age. 

The next area is a large room 
with many catwalks and many 
enemies. Sneaking up to the cat- 
walks and sniping is an excellent 
way to deal with the situation. 
There are far too many foes to 
avoid them forever. You can get 
the code to the reactor room 
(2001) from a datacube ina 
pool at the west end of this 
chamber. Go downstairs to the 
reactor room (to the north). 
Watch out for aliens. Talk to the 
tech in the control room to get 
the code to the Aquinas hub 
(1038). You can reach this via a 
staircase to the east of the large 
catwalk room. Find the lift that 
takes you up to speak with 
Helios. It wishes to merge with 
you and create a new, all-pow- 
erful life form. Nifty. Now that 
you ve spoken with Helios, go 
downstairs and the huge door 
leading to Sector 4 will open 
when you approach it. 

The next area contains tanks 
with some very interesting 
inscriptions. Walk past them, 
and a passage out will explode. 
Fortunately, a datacube left 
under a stairway gives you a 
security login (lab 12/graytest). 
Find it and open the doors out of 


AQUINAS _ 
HUB ACCESS 


A tech in the reactor gives the code to get in here. 


| 
| 
| 
| 
| 
| 
| 


the area. You can also turn off 
the radiation in the room with 
the grays. 

Past the large radioactive room 
with the grays, you finally meet 
Bob Page. After speaking with 
him, it’s time to end the game. 

Bob Page is at the top of an 
area with three levels. Nearby is 
an elevator (or a grate covering 
an access shaft) down to the first 
level. A stairway ascends from 
the first level to the second level. 
Each of the three levels has a UC 
that manufactures a constant 
stream of monsters. Each of these 
UCs has a control room next to 
it. A control inside drops a blast 
door, sealing off the monster 
respawner. You can use multi- 
tools, lockpicks, or explosives to 
get in. Sealing off all three UCs is 
a good first step. 


Now choose your goal: 
Goal 1 

Overload the reactors and 
destroy world communications. 
A storeroom on the second level 
contains a datacube with a code 
(2242). Go to the corner of the 
bottom level and use this code 
to enter the coolant system. Flip 
the coolant switch. Go back to 
the reactors in the previous area. 
Go down the ladders and flip the 
two failsafe switches. Enter the 
control room. Kill the technician. 
Press the 1-2-3 buttons on the 
side wall and then press the 
Engage button. Boom. 


Goal 2 

Merge with Helios. There is a 
grate in the floor near Page. 
Open it and climb down the lad- 
der. Read the datacube at the 
bottom of the shaft to get a code 
(6765). Climb to the middle 


level. There is a dead scientist 
with a datacube with a login 
(cpage/uberalles). Descend to 
the Aquinas substation on the 
bottom floor and use the code to 
get in. There's lots of electricity 
inside. To turn it off, use multi- 
tools on the panel right in front 
of you (or you can try to log in 
very, very quickly). Use the 
cpage login on the security 
panel and open the door to the 
Aquinas router. 

Return to the top level. Enter 
the Aquinas router room. Press 
the buttons to the right and left 
and use the login Helios gives 
you (icarus/panopticon) on the 
computer terminal. Opt to 
Engage Primary Router, and 
then return to where you spoke 
with Helios. 


Goal 3 

Kill Page. There are four power 
generators in this area, one on 
the top level, two on the middle 
level, and a fourth in a niche on 
the bottom level. A moment's 
trial and error reveals that the 
code to deactivate the genera- 
tors is 7243 (the 724" part having 
been given to you earlier). Turn 
off all four generators and return 
to the small control room just 
around the corner from Page. 
Press the pretty button. 


This is the end 

Whichever ending you choose, 
victory, or something close, is 
yours. Now you can do what | 
did. Play the whole game again, 
doing everything different. And 
resolve that, when you build 
your Evil Fortress From Which To 
Rule The World, you will put 
stronger bars on the air ducts. 
—Jeff Vogel 


One of the power sources for Page’s shield. 
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Melee Island under moonlight. 


Monty Python and Terry Prachett. Think 

whimsical, charming, clever, and downright 
hilarious. Think all of this and then add in the 
magical Lucas touch and you have a series that 
has achieved the beloved status among many 
adventure fans. Welcome to the world of 
Escape from Monkey Island. Beautifully ani- 
mated with clever and often hilarious dialog, 
the adventures of Guybrush Threepwood and 
his swashbuckling sweetheart (now wife) Elaine 
Marley, is a treat for the eyes, ears, and mind. 
Although it’s the fourth game in the series, 
anyone can join in and have a good time. In 
fact, Escape from Monkey Island begins with a 
nice introduction from our “hero” Guybrush 
Threepwood that goes something like this... 

“Sometimes when it’s quiet, | can still hear 
the monkeys. It’s hard to believe that it’s only 


; GENRE adventure 


PUB LISHER LucasArts 
~ REQUIREMENTS pentium 11 300, 


64MB RAM, 3D Accelerator 
“INSTALL SIZE 1318 


Ji: Robert Lewis Stevenson by way of 
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demos?>>>key comma nds 


been a few years since | first washed up on the 
beaches of Melee Island, armed with nothing 
more than a goofy smile and the urge to 
become a swashbuckling pirate. ‘| wanna be a 
pirate.’ Who could have believed that such a 
humble pursuit would lead me to cross swords 
with the evil ghost pirate Le Chuck, the slimiest 
slug ever to plunder the seven seas? 
‘Haaaaaar.’ And who could have guessed that 
my battles with Le Chuck would introduce me 
to the love of my life—Melee Island's governor 
Elaine Marley; or that my efforts to win 
Elaine's hand would repeatedly drag me to the 
mystery drenched shores of Monkey Island? 
(‘That’s the second biggest monkey head I've 
ever seen!’) Or that | would finally end the 
scourge of LeChuck, burying him beneath a 
mountain of ice? 

Not me, that’s for sure. Back then, the only 
thing duller than my sword was my wit. Now 
look at me. I’m married to the most beautiful 
governmental official in the Caribbean, the 
entire tri-island area shudders at the sound of 
my name. And now my plunder bunny and | 
are returning to Melee Island after the most 
incredible mystery in the history of...” 

Of course Le Chuck has not gone to Davy 
Jones’ Locker, and all is not quite well on Melee 


Confronting a dedicated and unionized 
home-wrecker. 


Escape from Monkey Island 


A pirate’s life ain’t what it used to be 


KEY COMMAND 


Forward 
Back 
Right 
Left 
Pause 
Chose conversation 
Quit 


Island. Seems that after her long absence from 
the island, Governor Elaine Marley (Mrs. 
Threepwood, that is) has been declared dead 
(she hadn’t been seen on Melee since the first 
game, The Secret of Monkey Island). The gover- 
nor’s mansion is up for grabs. A mysterious 
“gentleman” who goes by the name Charles L. 
Charles is running for governor. But the real 
threat is one Ozzie Manadrill, an evil land devel- 
oper who is fast buying up property through- 
out the Caribbean. His goal: to turn paradise 
into a commercial wasteland of tourist shops, 
tacky restaurants, themed hotels, and... well, 
let's just say it won't be pretty and there’ll be 
no safe haven for the more salty types. Pirates 
hanging out at the local coffee bar, discussing 
online trading? Civilized pirates? Shiver me 
timbers. Ed Teach would be rolling in his 


The SCUMM Bar. 


Yum! Kudu Jerkey Pretzels. 


shroud. But that’s exactly what the nefarious 
and ambitious Ozzie has up his sleeve. But the 
retraining and reeducation of crusty old 
seadogs takes time and patience, two things 
that Ozzie is short of, and he could sure use 
some help—that’s where a mysterious talisman 
comes into play. Seems that this object would 
give the would-be real estate mogul and pirate 
reformer the power to simultaneously insult 
every pirate in the Caribbean—which would 
make the swashbucklers give up their swords 
forever. Insults and their power is an impor- 
tant concept in this game. Fortunately, get- 
ting this talisman won't be as easy as ordering 
from the Grimoire’s R Us catalog. This object of 
so much insulting power is in far-flung 
pieces—and guess who has the task of finding 
these before the great and terrible Ozzie? Hey 
Guybrush! So, initially there are not one but 
two problems to solve: bring the governor 
back to living status and preventing the 
Caribbean from becoming an Ozzie Mandrill 
“Pirates of the Caribbean” exhibit. 

Oh, but then there is this problem with the 
monkeys in the Melee, Lucre, Monkey Island 
area. You meet Timmy the Monkey who 


= 


Insult arm wrestling anyone? 


informs you that something is very wrong. As 
you travel from island to island, you discover 
that all the monkeys are missing. During the 
course of the game, you learn yet more secrets 
about Monkey Island itself because eventually 
in the third act you need to escape from it. 
Escape from Monkey Island. Get it? 

You'll be able to use the keyboard, a 
gamepad, or your joystick to get around. 
Acquiring “stuff” (your inventory) is handled 
differently from earlier incarnations of 
Guybrush and company. There is a rotating 
inventory ring that lets you cycle through items 
and combine them in the foreground, while the 
ongoing scene is still visible. And there are not 
as many combining puzzles as in the past. 
There is one place, however, where you need to 
replicate the smell of a pirate, and since the 
game does not (luckily) support Smell-o-rama, 
you'll need to combine items to create a cus- 
tomized odor. O/d Buccaneer? Whew. 

Most traditional adventure gamers think 
that action-arcade puzzles and combat is akin 
to finding lead ingots in a box full of gold, so 
it should be gratifying to note that Escape is 
not inclined towards that direction. Although 


Panzer General lll: 
Scorched Earth 


Welcome to the Computer Games CD-ROM (CGCD). 
To install the demos, place the CD in your CD-ROM 
drive and the CGCD PDA interface will automati- 
cally load. Maximizing the CGCD window will 
allow the interface to fill your screen. 

To access the demos, click on the “Demos” 
icon. Double-click the CD icon next to the game 
you want to install. Additional materials— 
Trailers, the latest version of DirectX (which some 
games require)—can be found by clicking on the 
“Etc.” icon. 

If the CD fails to Autoplay, double click on “My 
Computer,” double-click your CD-ROM drive 
(usually drive “D”) and then double click the 
CGCD executable file (CGCD.EXE). If you’re still 
having problems, please send a description of the 
problem along with your system configuration to 
cgcdtech®cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 
obtained by sending the original CD to: 


Computer Games 

63 Millet St. 
Richmond, VT 05477 
ATTN: CD replacement 
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the “ship combat” of the previous game is his- 
tory, there will be a few “thinking action-ori- 
ented” sequences of a different sort, some 
involving steering through lava. 

All in all hundreds of new puzzles will be in 
offing for the patiently awaiting adventure 
gamer, and many, many hours of gameplay. 
What's not to love? Pirates. A mysterious talis- 
man. Heroes. Villians. And monkeys. Lots of 
monkeys. ” Sometimes when it’s quiet, we can 
still hear the monkeys....” This demo intro- 
duces the main characters and some of the 
more memorable places to visit. SCUMM Bar 
anyone. Enjoy! 
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No One Lives Forever 


Shaken but not stirred...the name’s Archer, Cate Archer 


t's the swinging 60s and James Bond isn’t 

available. So whom do you turn to? Well, 

there’s UNITY, a super secret international 
organization dedicated to protecting humanity 
from megalomaniacs bent upon world domina- 
tion. You assume the role of the Operative—Cate 
Archer, a beautiful but deadly agent working 
for UNITY. This being the chauvinistic 60s, mat- 
ters of state security aren’t the sort of thing 
UNITY usually entrusts to a woman, and Archer 
has thus far been relegated to menial busywork 
and generally kept out of harm’s way... 

Archer’s lucky break comes as UNITY is 
faced with its greatest threat—when an assas- 
sin identified as the notorious Dmitrij Volkov 
liquidates over half of UNITY’s active under- 
cover operatives around the globe in the space 
of a week. This boy is a real charger and has 
ties to a little known organization calling itself 
H.A.R.M. How H.A.R.M. obtained such intimate 
knowledge of UNITY’s clandestine affairs 
remains a troubling enigma. 

When Archer and her mentor, Bruno Lawrie, 
depart for Morocco to protect a vacationing 
American ambassador who has been marked for 
death, little do they know that they are stum- 


J / NO Pentium II 300, 64MB 
RAM, 3D Accelerator 


“SIZE 108me 


bling into a deadly trap that will set an intri- 
cate, insidious plot into motion. Can Archer 
thwart this plot before it’s too late? Is there a 
traitor in UNITY’s ranks? And what exactly does 
“H.A.R.M.” stand for, anyway? 

It is up to Agent Archer to unravel these 
mysteries and thwart a conspiracy that threat- 
ens the entire free world. It’s gotta be the 
“entire free world,” you know, nothing less 
would be worthy of a Bond-like thriller. 

The demo includes sample levels from three 
different missions plus the first training level 
from the retail version of the game. So go on... 
tune in, arm up, and kick some bad guys where 
they hurt. = 


A little practice for the newly armed. 


She just oozes coolness... 


Nice Lithtech detail. 


Dark Reign 2 


In the thick of the action 


prequel to the original game, you are in 

control of either the Jovian Detention 

Authority (JDA) or the Sprawlers (precursors 
of the first game’s Imperium and Freedom 
Guard, respectively) as they battle for control of 
a dying Earth in the 26th century. 

The more militaristic and technologically 
savvy JDA has ravaged the planet for resources in 
their bid for earthly supremacy and dispense 
“justice” from the safety of domed cities con- 
structed for their elite populations. However, with 
the earth reaching an ecological critical point, 
even these domes are no longer the havens they 
once were. The game opens with the JDA search- 


REQ Pentium II 300, 64MB 


RAM, 3D Accelerator 


33MB 


ing for lost technology that will help them evac- 
uate the chosen ones. Standing in their way are 
the Sprawlers, the unfortunate lower class citi- 
zens who were exiled to the wasteland called the 
“Sprawls.” The Sprawlers aren't a happy bunch 
and have a grudge or two against the JDA—and 
they often show their displeasure whenever the 
JDA shows its “elite” head outdoors. 

The gameplay is in the traditional real time 
strategy mode, i.e., gathering resources, build- 
ing factories and power sources, researching 
upgrades for vehicles and weapons, and crank- 
ing out troop. One tactical difference is that 
you are able, through the use of multiple visual 
angles, to command either from the usual top- 
down view, or be right there at ground level. 
And the graphics accompanying these new lev- 
els of perspective are simply gorgeous. 

Two 10-mission campaigns allow you to play 
through this storyline from the viewpoint of 
both combatants. The intuitive interface lets 
you keep an eye on energy supply, survey the 
battlefield via a map in the lower right corner, 
and even check on the time of day. It also han- 
dles the standard military commands that 
group your units into squads, give them specif- 
ic orders, send them to waypoints, and so on. 
The demo allows you to play from the JDA side 
in a single tutorial mission. 


Concentrating firepower. 


Rumblers take a beating. 


Panzer General III: 


Scorched Earth 


It’s on to Berlin! Or is that Moscow? 


he action in Panzer General Ii Scorched 

Earth unfolds in the bitter fight for control 

of the vast eastern front. While the game 
essentially uses the same engine as SSI’s previ- 
ous Panzer General 3D Assault, a number of 
improvements have been added including 
enhanced graphics, a new campaign struc- 
ture, new victory conditions, and so on. In 
general, though, the basic gameplay is much 
the same as Assault. As would be expected of 
an eastern front game, the major players are 
the Germans and the Soviets, although the 
Poles will show up in some scenarios, and you 
can involve British and American forces in ran- 
dom scenarios. 


GENRE Strategy/Wargame 


PUBLISHER Mattel interactive 


REQUIREMENTS pentium 1i 233, 32mB 
RAM, 3D Accelerator 


INSTALL SIZE 39me 


Reach for the Stars 


The four new campaigns—two German and 
two Soviet—roughly follow the careers of top 
generals for each side: Manstein and Guderian 
for the Germans, Zhukov and Konev for the 
Soviets. Each campaign varies in difficulty, time 
period, and length; obviously the goal of the 
hardest campaigns is to fight your way to either 
Berlin or Moscow. While there is no map editor, 
you do have a selection of some 60+ pre-made 
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Opening deployment. 


The original space empire game returns 


aster of Orion wasn't the first great 4X 

(explore, eXpand, eXploit, and 

eXterminate) space empire game. True 
fans of the genre know that honor belongs to 
Australian developer SSG’s Reach for the Stars. 
Now some 15 years later, SSG and SSI are prepar- 
ing to unleash a new version of that venerable 
epic. Retaining its classic name and sans numer- 
ical sequence, Reach for the Stars sets out to 
raise the bar for space empire games with top- 
notch graphics, ease of play, and great depth. 

As a would-be galactic emperor, it is your 

duty to manage the growth of your empire, mili- 
tarily and technologically, as it explores and 
conquers its way across the galaxy and through 
the game’s 15 other races. You will also be facing 
a new threat to the entire galaxy—a mysterious 
but treacherous alien species known as The Hive. 
There will also be at least 10 single scenarios, six 
of which will be specifically designed with multi- 
player in mind (although any scenario—cam- 
paign, or single—can be played either multiplay- 
er or solo). The non-campaign scenarios can also 
be played from any of the 16 races’ perspective, 


EE 
GENRE Strategy 


PUBLISHER ss 


REQUIREMENTS pentium 1! 200, 
64MB RAM 


INSTALL SIZE seme 


and all scenarios will feature some randomization 
of the star systems. In addition, a full editor will 
ship with the game. It will enable you to modify 
or build just about anything: galactic maps, 
solar systems, races, Al scripts, and more. 

You will be able to play a full tutorial in the 
demo and a single scenario. 


jeg 15-4 
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Researching weapons technology. 


maps to choose from. Further settings let you 
adjust various conditions as the weather, the 
time of the war, number of units, and so on. 
The East Front during World War II is a favorite 
area of wargamers, especially the harder core 
wargamers, and Scorched Earth is the first 
Panzer General game to look at the theater in 
detail. This demo gives you one scenario, play- 
ing as the Germans. 


The river is frozen and the Russians can come 
from anywhere. 
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Superbike 2000 


Skinning your knee at really hic 


hile not very well known in the United 

States, Superbike racing has a large fol- 

lowing in Europe (as does Formula One 
racing). EA’s last attempt at delivering the 
Superbike experience to our NASCAR addicted 
shores, 1999's Superbike World Champions, 
meet with a resounding yawn. So it remains to 


This racing sim is very detailed. 


GEN RE Racing 
~ PUBLISHER €a sports 


YUIREMENTS pentium 11 266, 32MB 
RAM, 3D Accelerator 


INST A LL s IZE 37MB 


speeds 


be seen if EA can generate enough interest in 
the sport here in the US—but it’s not for want 
of trying. Superbike 2000 comes complete 
with 13 circuits and 20 riders from the 1999 
season. Phillip Island, Donington, Monza, 
Brands Hatch, Assen, Sugo, Hockenheim, 
Laguna Seca, A1 ring, Kyalana, and 
Nurburgring are all included. In addition, 
Superbikes from six manufacturers are includ- 
ed. Ducati, Honda, Suzuki, Yamaha, Kawasaki, 
and Aprilia are all available to the gamer. 
Additional (and optional) bike damage fea- 
tures have been added this year (such as 
engine failures). You will also have the chance 


This may be the only time they’re within reach. 


to tweak your machine as much as you like. 
Rake, trail, eight suspension settings, gear 
rations, front and rear tire compounds—it’s all 
at the gamer’s disposal. These two-wheeled 
150 hp beasts are hard to control and at the 
speeds they travel, small mistakes can mean 
big trouble. 

The graphics are ultra-realistic (ouch), the 
circuits sharp and detailed. Bike physics feel 
authentic. It’s nerve-wracking and exhilarating. 
The whole ambience thing is working here. Take 
a fast circuit ride in the demo, see if you can 
keep up with the pack, and try not to slam into 
things too often. 


Superbike in the first person. 


Echelon 


24th Century Top Gun 


t’s the year 2351 and Echelon puts you in 

white-knuckle combat over lush alien land- 

scapes and towering cities as a member of 
an elite fighting force facing a revolution ona 
colonial outpost. You are a hotshot Federation 
pilot and you'll be flying a variety of different 
combat aircraft against the traitorous Velians. 
You'll learn to master fixed-wing, rotory-wing, 
and hovercraft flight models. Your missions 
will put you in the seat of various specialized 
aircraft including, recon, air-to-air fighters, 
bombers, and more. These varied flight models 
allow for tactical combat in both single-player 
and multi-player offerings yet each mode has 
been designed to be fully playable with intu- 
itive controls for keyboard, keyboard/mouse, 
or joystick. 

To survive Echelon, you'll need to learn to 


6c E N R E Futuristic Flight Simulator 
PUBLISHER Bethesda Peron 


[TS pentium 11 233, 64MB 
RAM, 3D Accelerator 
INSTALL SIZE 12s 


push each of these unique aircraft to its limits. 


Featuring several branching campaigns and a 
rather interesting storyline, you'll have the 
ability to advance from Lieutenant to 
Commander if you survive your battles and 
assume greater control over how each mission 
plays out. 

Hardware accelerated 3D graphics allow for 
some spectacular effects, such as dust and 
particle effects, realistic water and reflections, 
and feature detailed, highly realistic environ- 


Jump into this baby and rock! 


ments, beautiful landscapes, detailed building 
models, and over 50 types of friendly and 
enemy craft. Multiplayer options include 
death- match and co-op modes in a variety of 
game types, including Capture The Fort. A truly 
beautiful looking futuristic flyer, Echelon 
promises to have the detail of a hardcore flight 
sim with the playablilty of a fun action game. 
Think flying mechs with the depth of a real-life 
military air combat sim. The demo takes you 
into the heat of a single combat mission. 


Slightly off-track. 


V-Rally 2 


Spraying dirt in your 
opponent's windshield 


t's not NASCAR. But then to the rest of the 
world, that’s not a terrible thing. You see, 

over in Europe and Asia especially, they have 
these rally races that are set over hill and dale 
(or mountain and jungle as the case may be). 
They use real life 4-wheel drive vehicles made 
by such companies as Toyota and Peugeot— 
and they drive the hell out of them. It's car 
against car, driver against driver, car against 
nature... you get the idea. It’s fun and exciting 
with over a dozen different vehicles, a track 
editor, and multiple playing modes. 

If you want to get down and dirty all over the 
world, V-Rally 2 Expert Edition has your race. 
The demo only has one track and one car (it’s a 
time challenge) but it’s definitely not your aver- 
age day at the Brick Yard. So strap yourself into 
a Honda and go sightseeing the Rally way. 


f —— 


LAP 1/1 
LAP TIMES 


These folks have no idea of the danger they’re in... 
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Up arrow Forward & acceleration 
Down arrow Backwards and brake 
Right arrow Right turn 

Left Arrow Left turn 

Number keys Views 


ES 5 epaeniptannneer eaten 
GENRE Racing 


PUBLISHER Infogrames 


REQUIREMENTS pentium 166, 32MB 
RAM, 3D Accelerator 


INSTALL SIZE 318 


Search and Rescue 2 


When the sailing gets tough...Coasties to the rescue 


sequel to 1998’s Search and Rescue) puts you 

in the pilot's seat of the U.S. Coast Guard's 
HH65 Dolphin—a twin gas turbine powered heli- 
copter with a maximum speed of 165 knots and 
range of 300 nautical miles. According to 
developer Interactivision, Search and Rescue 2 
will focus on realism in flight modeling, rescue 
procedures, and weather conditions. You will be 


|= non-combat, military flight sim (and 


Close up of the Dolphin’s detail. 


Se 
GENRE flight simulator 


PUBLISHER Global Star Software 


REQUIREMENTS Pentium 1! 300, 64MB 
RAM, 3D Accelerator 


INSTALL SIZE 36.7ms 


Amazons and Aliens 


It's Age of WarCraft...with 
half-naked female warriors 


t's a real time strategy game with three alien 
races competing for world domination (or 

peace, depending on your disposition): the 
blue stoneworking Pimmons, the militaristic, 
wild Amazons (yeah!), or the “disgusting 
biotech” insectoid Sajkhi. Your job is to direct 
the fate of your chosen race by nurturing your 
little ones from Stone Age through Metal and 
beyond. With your god-like power command 
them to build houses, schools, taverns, and 
laboratories to research new technologies, 
which will enable you to build more houses, 
barracks, and military outposts (or circuses). 
Sound familiar? It’s not revolutionary. Certainly 
not evolutionary. But it is fun in a charming 
sort of way. 


GENRE Real Time Strategy 


REQ UIREMENTS pentium 1 233, 
32MB RAM 


INSTALL SIZE 31s 


able to start a Coast Guard career (campaign) 
with an unlimited number of randomly generat- 
ed missions. Each of these missions will become 


a part of your pilot’s history (log) and, together, 


form the game’s storyline. Single missions will 
be based on the campaign mission types with 
full control over all random parameters. With 
improved graphics, detailed weather and object 
modeling—not to mention a career mode—and 
two flight control difficulty levels. 

Search and Rescue 2 looks like a promising 
sim for those who want to do more with their 
flight time than shoot down bogeys (not that 
there’s anything wrong with that). The demo 
allows you to get your wet feet, so to speak, in 
three typical missions. 


Looking down at your cockpit view. 


Guess which one is the Amazon. 


When you're ready, you will lead your race 
into war to destroy the other races or set up 
complex peace and trade relations. (multiple 
winning scenarios, get it?) 

It’s got eautiful graphics, a highly imagina- 
tive world, and addictive gameplay. Hey you 
even get the chance to destroy great civiliza- 
tions. What more could you ask for? And just 
because the Pimmons farm very...interesting 
polka dotted mushrooms and the Sajkhi 
enjoy...psychedelic swirled lollipop doesn't 
mean they aren't dangerous. 

Oh, and watch out for their legions of 
exploding beasts. They'll get you every time. 
This demo gives you a small taste of the full 
game; you can only play as the Pimmons 
though. Sheesh, no Amazons? 


¢ OOO 4A9w3IIId - SAWVD AALNdWOD 
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My life is not my own 
by Cindy Vanous 


ddiction is an overused word. Overused 
and, more to the point, misused. Now, 
I'll admit that I’m as guilty as the next 
person in watering down the true 
potency of this word by applying it to 
things which | merely adore—chocolate, 
for example, or Final Fantasy games, or my 
mother’s homemade chicken and kniffle. When 
| spend a good portion of my day thinking 
about how |’m going to enjoy something later 
on (say those kniffle or a good session of 
Vampire the Masquerade: Redemption), or 
guiltily call off a previous social engagement in 
order to indulge, I’ve called it an addiction. 

Allow me, therefore, to tender my apologies 
to anyone who has actually suffered the real 
thing, and believe me when | say that | just 
didn’t understand. 

Let's see what Mr. Webster has to say about 
addiction, shall we? Ah, here we go... “a 
broadly persistent compulsive use of a sub- 
stance known by the user to be harmful.” 
Persistent, compulsive—let me tell you, ladies 
and gamers, these innocuous adverbs just can’t 
convey the true horror of addiction. And before 
you start wondering what in the heck this has to 
do with online gaming, allow me to say two lit- 
tle words: The Conquerors. 

| received a gold version of this expansion 
pack to Age of Empires |i nearly a month ago. 
“It’s just an expansion pack,” | said to myself, 
“lll whip through it in no time and do the 
review myself.” Yeah, sure. As you’ll see if you 
read that review elsewhere in this issue, The 
Conquerors is no quick or tiny add-on. In terms 
of content, it’s practically the next game in the 
series. But I’ve dealt with extensive expansion 
packs before—ever played Heroes of Might and 
Magic life It should have been a piece of cake. 

Now, a month later, I’m surprised that | still 
have a job. 

At first, all was well. | led Attila’s hordes to 
victory, and dabbled in the military career of EI 
Cid. | built stepped castles in Central America 
and unleashed monks across the breadth of 


Goneimagencs 
GehelmAgent3’ 
GeheimA 


3. ee eee 
GeheimAgent3> Pssst: Top Secret |!! wanna play the agents, come to game 10..., 
{Type your message here) 


diocrites> Good morning. :) 
ediocrites> Drat. :( 


ediocrites> Drat again. :( 

ediocrites> “sighs es she watches 
players joining deathmatch games in 

oves* 

ediacrites> “looks st her watch* 

ediocrites> A bad haiku for The 
Zone: 
Mediocrites> The lobby js full 

diocrites> Newbies trumpet their 
presence, “ 
Mediocrites> Yet 1 sit alone, 


SORES SO SERBS COON awe 


i cc aa ann 


| have uninstalled both The Conquerors and 
Age of Empires II from my system, and have 
given the CDs to my husband for safekeeping. 


And | have a new and hopefully healthy 
respect for the true dangers of gaming. 


Europe. | even pitted the Celts against the 
Persians in an Imperial Age Texas. And some- 
where along the line, | lost control. 

Contrary to popular belief, game editors 
don't just play games all day. Generally, if 
we re reviewing something, we play in the 
evenings. But | found myself firing up a ran- 
dom map one morning and saying, “I need to 
get this review done quickly.” A couple of 
scripted missions from the Montezuma scenario 
followed, and by the time | looked up, the day 
had skated past. Ah, well, everyone’s entitled to 
a flaky day from time to time, and | was work- 
ing on a review, after all. 

The loss of the following day should have 
been tougher to justify to myself, but somehow 
| refused to think about it. Feeling anxious? 
Load up another mission and all outside con- 
cerns are wiped away by the necessity of mak- 
ing real-time tactical decisions. The next day 
was much the same. Articles to edit piled up on 
my desk, my e-mail box filled to overflowing, 
my review deadline came and went, and the 
reasons for not actually starting to write were 
legion. Oh, but | haven't tried online play yet, | 
rationalized. Yeah, online play. | went to The 
Zone and challenged a few folks. And a few 
more. And then a few more, and then it was 
three in the morning and | still had nothing on 
paper. And all | really wanted to do was play 
another round. My life was no longer my own. 


To everyone out there who ever lost a girl- 
friend while playing EverQuest all weekend, or 
a lucrative contract by playing Team Fortress 
Classic when you should have been arranging 
meetings, | sympathize. | may have mocked 
you in the past, but if it weren’t for one of our 
other editors threatening to vivisect me over a 
massively missed deadline, | wouldn't have 
even come to my senses long enough to write 
this column. 

| have uninstalled both The Conquerors and 
Age of Empires II from my system, and have 
given the CDs to my husband for safekeeping. 
And | have a new and hopefully healthy respect 
for the true dangers of gaming. 

That brings us to our monthly Hidden 
Treasure, which as most of you know is an 
overlooked online game which deserves a bit of 
praise and notice. But, hey, remember the def- 
inition of “addiction”? Even game research, 
one of the most enjoyable portions of my job, 
has seemed like far too much trouble this 
month. | fire up Netscape, and my fingers just 
automatically type in www.zone.com. I’m like 
a flipping zombie. 

So just play The Conquerors. And if you see 
somebody named Mediocrites in the Zone 
lobby, offer to play a game of Wonder Race. If 
the response is “hey, that’s my favorite!”, then 
please call an addiction hotline and have them 
come get me. It'll all be for the best. m 


©2000 EarthLink Network, Inc. Trademarks are properties of their respective owners. All rights reserved. 


DISCONNECTED AGAIN. ENOUGH ALREADY. 
There you are happily gaming online when you hear 
| that one little word you know so well, 
“Good-bye.” Suddenly, you're no longer firing 
a laser-guided rocket at the back of your 
buddy's head. Instead, you're left all alone 
with nothing but your thoughts to keep you company. 
And one thought in particular keeps popping up. 

WHO DISCONNECTED ME AND 
WHERE DO THEY LIVE? 
How are you going to get back at your Internet 
service provider for ending your session just when 
you were starting to have fun? A million interesting 
ideas run through your head but you won't settle for 


r 


When you’re online, 
you know how 
frustrating it is to 
get disconne 


anything less than the “piece de resistance.” Ahhh...you've 
got it. It's time to take action. It’s time to make a call. 
HELLO, EARTHLINK. 
lf you're tired of your ISP disconnecting you, why not 
return the favor and call EarthLink? You'll find we have 
what you've been looking for in an Internet service 
provider all along. Like over 5000 local access numbers 
in the United States to help you get connected. And 
a Fast Lane Internet monitor that automatically 
alerts us if youre having a problem with your 
connection. So pick up the phone, call your 
ISP and in a polite but soulless voice say, 
“Good-bye.” Then call us at 1-800-EARTHLINK or 
visit us at earthlink.net. Because it’s your Internet. 


EarthLink 
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Is it 
Done Yet? 


Trusting what's behind the label 


nan article a while ago subtitled “Why 

your manual lies to you,” | discussed the 

persistent nature of massively-multiplayer 

role-playing games, and talked about how 

we can't expect anything that’s constantly 

evolving to necessarily adhere to its initial 
construct. By their very nature, persistent 
worlds will grow and change as their society 
dictates, very much akin to the evolution of our 
own. In other words (and thank goodness for 
other words, since “didacto-speak” is not my 
favorite medium), when jillions of independent 
people's actions come into play, things are 
going to change in any MMRGP, and how was 
the poor developer to know? 

Of course, some will argue that it’s the devel- 
opers’ job to know, and if they had been in 
charge, “this never would have happened. They 
promised one thing, and now it’s different, and 


by Cindy Yans 


US and trust that the development team did the 
best it could. And if the marketing department 
(with one testicle attached to its milestone bud- 
get and the other to its fiscal calendar) pushed 
the product out the door while the developers 
were still holding it by its code-tails shouting 
“Noooooo, not yeeeeeet!” then you just wait for 
the patch. “Oh, the patch should be along any 
time now.” No muss, no fuss, minimal annoy- 
ance—a song and dance well understood. 

A patch generally addresses bugs and per- 
formance issues, and sometimes adds enhance- 
ments. Rarely does it intrinsically change the 
gameplay structure in a way that negates the 
choices you might have made prior to having 
installed it. These kinds of changes are tradi- 
tionally called “nerfing,” and no one affected 
by such changes is ever very happy. Most often, 
RPG characters are the targets of said nerfing, 


How in what most consider to have been an 
extended development cycle did Blizzard 
find an intrinsic problem that caused it to 
have to nerf two character classes after sev- 
eral months of gameplay? 


it's not fair, and they lied to us, and I’m never 
buying another MondoPatella Studios product 
again!” Bull&*"t. That’s nonsense. It’s impossi- 
ble to predict with complete accuracy things 
like supply and demand and the ramifications 
of atypical behavior when you throw human 
nature into an equation that is already abstract. 
But is it nonsense when it comes to “one-shot- 
deal” games? Let’s define a one-shot-deal 
game as any game that is finished, tested, 
done, tested, packaged, shipped on a given 
release date at one retail price, and is, above 
all, finite in nature. You lay down your $49.95 


and companies do it in the interest of game 
balancing. As | noted before, this is under- 
standable in an ever-evolving world, but what 
about a finite game like, er, say...Diablo II, for 
instance? How in what most consider to have 
been an extended development cycle did 
Blizzard find an intrinsic problem that caused it 
to have to nerf two character classes after sev- 
eral months of gameplay? 

Diablo Il Necromancers and Barbarians have 
suffered decreases in key areas of their skill sets, 
such that their initial choices of how to distribute 
skill points would have been totally different had 


: te oe ee 
: SUMMONING “UNDEAD BINIENS AND CURSING 
; ’ 


fils CHSMIs ARG His SPECIAL TICS. 


CHARACTER Nags 


[NECRO NERF a] 


they ever anticipated the change. The ramifica- 
tions of this sent quite a few players to Blizzard in 
a tizzy. Here is a portion of Blizzard's official 
reply: “The primary reason for changing the 
Whirlwind and Corpse Explode skills was that 
they were simply broken in comparison to the 
other skills in the game. The huge imbalance 
these skills granted was only found after the 
game was widely released. Although we thor- 
oughly tested every skill before the game 
shipped, it was only after thousands of players 
using the bugged behavior associated with these 
skills was it apparent that they required fixing.” 

“Simply broken?” But this is a Blizzard game. 
“Huge imbalance?” But this is a Blizzard game. 
“Thoroughly tested?” Really? “Required fixing?” 
But...OK, it may seem like a small issue, and it is 
to the Sorceresses, Paladins and Amazons play- 
ing Diablo II. Also, anyone who never went 
online at all for the patch are still playing the 
buggily unbalanced game, although playing 
alone makes the point moot. But real gamers cut 
their teeth on anvils. They are serious about this 
Stuff...so why not let the online Barbarians and 
Necromancers redistribute their skill points? 

"This is just an impossibility from a pro- 
grammatic standpoint,” says Blizzard, “...also, 
many players have expressed the opinion that 
skills in an online game should not be changed 
once the game ships, but at the same time, they 
want us to address bugs and correct balance 
issues.” | suppose we should accept that redis- 
tributing skill points is programmatically 
impossible. That's hard to swallow, though— 
perhaps it’s not financially possible? And as far 
as the balance issue is concerned, well, yes... 
we do want balance—even at the cost of the 
hundreds of hours of gameplay spent by people 
mis-distributing their skill points through no 
fault of their own. But we want balance when 
we buy the game, especially when the hours 
spent cannot be reimbursed, and especially 
from the highly esteemed Blizzard folks. We 
gamers are unforgiving sorts—they’ll have to 
win back our trust, but given their track record, 
it shouldn't take very long—just until the next 
patch. So no more nerf-ball, OK? m= 


Arrgh! 
The cheats the old man 
gave me are useless. 


Button-mashing fool! 


Happy Puppy has made 
my kung fu stronger. 


St ts written, 


the wise know when to cheat. 


The wise also know not to get cheats from some old dude living in 
a hut. The most up-to-date cheats, reviews, and demos for games 
on every platform are all free for the taking at happypuppy.com. 


It's great for regular gamers, drunken masters, and even old dudes 
living in huts. 
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How to do state of the art vegetation 
by Phil Steinmeyer 


here’s been a trend in game development 

lately whereby each new game picks one 

or two graphical areas to really specialize 

in and push the state-of-the-art forward. 

Sometimes, the chosen areas seem a little 

curious. Five years ago, full motion video 
introduced us to the wonders of blurry, low- 
resolution videos, and the acting talents of pro- 
grammers and their girlfriends. Four years ago, 
lens flare and multiple camera angles reminded 
us that programmers are just as bad at camera 
direction as they are at acting. Two years ago, 
the advent of colored lighting made all new 3D 
games look like discotheques. For our next 
game, Tropico, we are trying to push the state 
of the art forward in a more relevant area—veg- 
etation (and hoping not to be the subject of 
some smart aleck game magazine columnist a 
couple years from now). 

For as much attention as has been lavished on 
making realistic looking interiors of wizard’s 
dungeons, very little care has been put into real- 
istic outdoor environments. Yet most people 
spend a lot more of their time around forests and 
fields than they do around caverns and crates. 
With Tropico set on a lush Caribbean island, we 
decided to place a heavy emphasis on great 
looking, widely varied, realistic trees and plants. 


Some of the flora from Tropico. 


In most games, once you cut down a tree or 
plant, it never regrows. If this were the case 
in real life, none of us would have to mow 
the lawn more than once in our lifetime. 


Look at any aerial photograph of just about 
any stretch of land in the world, and you'll see 
that trees, farmers crops, and other plants 
occupy more than 90% of the surface area, to 
the exclusion of man made elements. Yet as 
dominant as they are in real life, plants have 
probably gotten worse, graphically, in recent 
games, even as characters, vehicles and build- 
ings have gotten far better looking. 


Realism in an unreal world 

Much of the blame lies with the rise of 3D 
engines. 3D cards are terrible for trees. With a 
polygon limit of a few thousand polygons on 
the screen at once, they can’t begin to accu- 
rately recreate something as complex as a tree, 


with hundreds of branches, and thousands 
(sometimes millions) of leaves. 3D program- 
mers, loathe to break the 3D-ness of their 
engine, avoid intermediate solutions like sprite 
based trees, instead leaving trees out altogeth- 
er, or including a token one or two. Even if they 
wanted to show many trees, the limited texture 
memory of 3D cards means they can only fit in 
a small number of low detail trees. 

The result is games like Warzone 2100 and 
Dark Reign 2. While the engines are technically 
impressive, the sparseness of trees gives the 
landscapes a barren, unnatural and unrealistic 
look. And isn’t realism the goal of graphics in 
the first place? While those and similar games 
got good reviews and critical praise, they 
haven't sold particularly well. | think part of the 
reason is that the public picks up on the unnat- 
ural look and doesn’t especially care for it. 

In contrast, 2D, sprite based games, suppos- 
edly obsolete, produce better looking graphics 
in outdoor settings, because they can use large 
numbers and varieties of detailed trees. Both 
Age of Empires games especially shine in this 
area. Our stated goal at the beginning of this 
project was to have better-looking environ- 
ments than Age of Empires II. 


Fuzzy green lollipops 

The first step was revamping the production 
process. For Railroad Tycoon II, we made our 
trees by sticking dried n’ dyed lichens on plas- 


tic sticks (a classic model railroading tech- 
nique), then photographing the results and 
importing them into the computer. This highly 
sophisticated method actually worked well for 
low-detail, North American and European look- 
ing trees. But with Tropico's trees due to 
appear on-screen at four times the resolution, 
and with wildly different varieties and colors, it 
was time to put away the lichen bag and find 
something better. 

Our most senior artist, Todd, who mastered 
the dead lichen method for Railroad Tycoon, dis- 
covered a 3D program called Tree Factory. Tree 
Factory builds trees one leaf at a time, using 
actual digitized leaf and bark textures. The mil- 
lion-plus polygon monstrosities it creates initially 
overwhelmed our rendering network, but after a 
few tweaks and upgrades, Todd was able to pro- 
duce a string of beautiful looking exotic flora 
and fauna. Plus, it sounds sexier when demoing 
the game to say, “Each tree is rendered from over 
a million polygons,” rather than “Each tree is 
made up of as many as six dead lichens.” 

Railroad Tycoon II had only two main types 
of trees - evergreens (a.k.a. “Christmas trees”) 
and oaks (a.k.a. “fuzzy green lollipops”). 
Throw in a few varieties of each, plus a few 
shrubs, and we had about a dozen tree 
graphics altogether. Our farmers fields 
weren t even made of separate plants—we 
simply used a different texture for each crop. 
(The ones with the white pixels mixed in were 
cotton fields—now that’s in your face realism 
for ‘ya). In Tropico, we have five species of 
wild trees, 14 species of shrubs and small 
trees, four farm raised trees (i.e. banana, 
coconut), and four farm crops (i.e. tobacco, 
sugar Cane, corn). Counting multiple versions 
of each full sized plant, we have over 50 
plants. Hopefully, each is far more distinctive 
than a fuzzy green lollipop. 

At this point, we've got better looking, more 
widely varied trees and plants than Railroad 
Tycoon II, or most other games for that matter, 
but | can already hear the complaints of the 
grognards—" That's the way of all modern 
games—prettier, but shallower. /n my day, trees 
were four pixels each, and they were all the 
same shade of green, because my monitor only 
had a green screen on it. And we liked it! And 
the games were better. And we loved our 300 
baud modems. And....” 


Trees behaving badly 
We wanted our trees to be not only look realistic, 
but behave realistically. How can trees “behave 
realistically?” They grow. Sometimes they die. In 
places where other plants have died, new plants 
sprout up. In most games, once you cut down a 
tree or plant, it never regrows. If this were the 
case in real life, none of us would have to mow 
the lawn more than once in our lifetime. Of 
course, Our lifetimes would be pretty short, 
because we d die of starvation after the crops 
had been harvested once, never to regrow again. 
Tropico’s crops grow through five or more 
stages, ultimately reaching a ripe, harvestable 
state. If your farmers don’t harvest the crops 
(because, say they’re too busy fighting a rebel- 
lion against El Presidente), then the crops die 
and your people go hungry, leading to more 
rebellion, and if Ethiopia is to be our guide, a 


The old fashioned way to make a tree, Railroad 
Tycoon II style... 


famine relief effort leading to a reunion of all 
sorts of 70’s bands. (Do we really need to wit- 
ness an Abba reunion? Please, don't let this 
happen in your game!) 

Trees also regrow naturally. A successful log- 
ging camp in the middle of a forest will eventu- 
ally be a less successful logging camp in the 
middle of a vast field of tree stumps. Over time, 
new trees will regrow, faster if you take certain 
pro-environment steps. Nonetheless, you 
should probably keep your lumberjacks away 
from your nature preserves. 


Green Acres is the place for me 

Plant growth isn't random. Plants respond to a 
number of factors, mostly related to rainfall, 
drainage and soil quality. The fluffy clouds that 
you see in Tropico screenshots drop actual rain, 
which runs downhill from where it lands, either 
reaching the ocean or settling into a low lying 
bowl shaped swamp. Some plants demand fertile 
soil to grow well (tobacco), others care less about 
soil and more about proper elevation and 
drainage (coffee). While most plants tolerate 
swampy conditions poorly, sugar cane thrives in 
wet, marshy areas. Even relative position on your 


... and the all new palm tree. That’s millions of 
polygons, baby. 


island plays into things—the windward side of 
your island (the side the weather first strikes as it 
is blowing in), gets significantly more rainfall 
than its opposite, leeward side. Crops demand- 
ing heavy rainfall grow best on the windward 
side. Dryer crops such as com, and rain-avoiding 
tourists prefer the leeward side. 

For a player whose primary exposure to farm- 
ing was Saturday afternoon Green Acres reruns, 
there are map overlays that show the best spots 
for the different crops, and an auto-crop setting 
for the farms, where the A.1. figures out the best 
crop based on location. In short, for those who 
watch closely, the trees and plants will behave 
like trees and plants. And for those who don’t 
watch closely, well at least your island won't 
look like the surface of the moon. 

Sadly, though, we have not yet had time to 
implement lens flare off the palm trees, or multi- 
colored lighting on the tobacco. We’re leaving 
that for Tropico II. [ You heard it here first, folks. 
Tropico Il. Remember that when others scream 
about their “exclusive” coverage. —ed] 

(Phil Steinmeyer is the top cop at PopTop. In 
between writing this monthly column, he programs 
games like Railroad Tycoon II and Tropico.) ™ 


You just don’t get this much vegetation in most 3D games. 
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t has to be a tough job programming/ 

designing/producing sports games for the 

PC. OK, granted, not as tough as say, work- 

ing as a long shore fisherman or working 

the midnight shift at a steel mill; there are 

worse jobs to have besides Game Developer. 
But it’s still a tough gig when you think about it. 
When you develop sports games for the PC you 
are basically in a no-win situation. 

You work with a firm deadline—something 
that is very rare in this day and age. In other 
genres, a sequel can take years to produce 
(Diablo Il, Command & Conquer: Tiberian 
Sun, etc.). In the sports world, you need to 
ship a “new” game every year. When the suits 
say that they want to ship the game on 
August 25, it ships on August 25, giving the 
development team roughly ten months to 
make a sequel to a game that they just 
shipped look and feel brand new. And the 
fans of PC sports games are just as vocal as 
fans in other genres, demanding better 
graphics, gameplay and more realism. And 
we want it every year. 

Sports programmers also have this little 
annoyance called “real life” that other most 
other developers need not worry about. 
Programming a game that has a real life coun- 
terpart is just flat out tough. War gamers, flight 
sim fans and sports enthusiasts are part of a 
unique fraternity; we can compare our games 
to the real thing. Who's to say that Orcs would- 
n't behave they way they do in WarCraft? But 
Eddie George needs to be able to run over that 
175|b. cornerback. 

PC sports developers then have to read 
through emails and forum posts that all read 
the same: “Don’t you guys have beta testers? 
How can you ship a game that has this many 
bugs!?” It’s all too easy to slam the guys that 
made the game, even if their hands are tied 


Marketing 1, 
~— Gamers 0 


In the rust to make yearly releases, 


gameplay takes a back seat to glitz 
by William Abner 


War gamers, flight sim fans and sports enthu- 
siasts are part of a unique fraternity; we can 
compare our games to the real thing. Who’s to 
say that Orcs wouldn’t behave the way they 
do in WarCraft? But Eddie George needs to be 
able to run over that 175lb. cornerback. 


when it comes to implementing features and 
such. Want to put the blame on someone? 
Blame the suits that help decide where the area 
of focus of the game will be. In a discussion at 
E3, a producer from a well-known sports devel- 
oper told me as much. When it’s time to sit 
down and plan the strategy for the coming 
year, the designers and producers are usually 
vetoed when it comes to features and focus. It 
happens all the time. Graphics sell games—new 
Al routines and game engines do not. 

So you have vocal fans (and critics...cough) 
that ask for the world, marketing execs (who 
are rarely gamers, | might add) that help make 
decisions on what will and what will not be ina 
game and the developers have to create a mas- 
terpiece that will please both crowds. Sounds 
kind of tough, eh? 

The problem is not always with the pro- 
grammers. There are some truly brilliant peo- 
ple working on today’s sports games. The 
problem is the focus. Look at Madden 2001 
for the PC as a prime example. There is no 
question that Sega’s NFL2K and Microsoft’s 
NFL Fever 2000 scared EA Sports just a 


smidgeon. Sega’s Dreamcast now had a gor- 
geous football game that rivaled anything 
Madden had ever done (sales were also high) 
and the PC not only had a better looking 
game in Fever 2000 but it also had the power 
of Microsoft behind it. 

Madden 2001 is the result. A game that looks 
better than any Madden to date, but one that 
was rushed out the door to make a deadline (a 
deadline that was prior to the start of the NFL 
season! Whose brilliant idea was that?). It 
focused its efforts primarily on graphics and 
online support and forgot about the advance- 
ments in gameplay that the series made over 
the past two years. 

Wouldn't we be better off with a game that 
played better on the field? If the Madden pro- 
gramming team was turned loose on the game- 
play, wouldn’t that have made a better prod- 
uct? Isn't that better than having EA Sports 
worry about whether or not Madden 2001 looks 
better than NFL Fever and NFL2K? However, 
Madden 2001 will sell a boatload of copies on 
the PC, PSX, and PS2 this year. It’s hard to fault 
the logic, | suppose. = 


Wi. CaGMmag.com 
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| was very disappointed to read Cindy Yans’ rather limp review 
of Diablo II [CGM 119]. | surely hoped that you would have recog- 
nized that the Emperor was not wearing any clothes, and instead 
of another me-too review, taken the game to task as a boring 
click/kill fest, with the worst save game feature ever seen in a PC 
game. Not only do we get one page out of four devoted to an 
explanation of the woes of battle.net, but a condemnation of us 
single-player gamers. 

I’ll have you know Ms Yans that | have an ISP, | leave the house 
every day, | love human contact, and have no problem with my 
self-esteem if the computer defeats me in a battle. | do, however, 
despise multiplayer gaming. | find that in general, they are noth- 
ing more than click/kill fests, with little or no strategy involved. It 
was no fun in Diablo II to fight the minions of Hell outside of the 
final Temple, fight the minions of Hell inside the Temple, and then 
face Diablo, knowing that if | failed to beat him the first time, | 
was doomed to fight his minions all over again, and again, and 
again. Load, play, and repeat is not my idea of a good time. 

As for explaining away the horrible design of the save game 
feature as an attempt to “enhance the difficulty, challenge, and 
longevity of the single player game,” | agree: it was difficult not 
to lose patience, it was a challenge to keep on playing, and the 
game was certainly made longer by the load, play, and repeat. If 
Blizzard wanted everyone to play on battle.net, they should have 
made the game exclusively for multiplayer, not try and torture us 
single players into becoming multiplayers. 


At least you didn’t give the game five stars. 
Fred G. Brooks 


BONUS EDITION. 


Got it right 
| must congratulate Cindy Yans for 
waiting to review the game both 
online and offline. There are rave 
reviews from other magazines of 
just the solo play experience. But 
then, they criticize the game for 
having “dated graphics.” |’d 
rather have dated graphics that 
work on any conceivable video- 
card available than flashy graphics 
that excuse the developers from 
adding content. 

| must disagree with just four 
stars. There is more substance in 
this game than most others |’ve 
seen. There aren't any telltale signs 
that it was rushed at all. The bugs 
that I’ve seen occur once. |’ve 
never seen the same bug twice in 
solo mode. The game plays very 
well. battle.net’s lag is horrendous, 
yes, but that shouldn't detract 
from a game's rating. It’s not the 
game's fault that battle. net does- 
n't have adequate servers. 

Anthony Jurjonas 


Diablo oops 

As | was reading the caption under 
the second picture in the Diablo // 
review, | noticed the biggest mis- 
take in computer magazine histo- 
ry... | quote: “The Secret Cow 
Level is available by combining 
Wirt’s Leg with a Scroll of Teleport 
in the Horadric Cube.” 

Mistake #1: There is no such 
thing as a “Scroll of Teleport” in 
this game. There are 2 kinds of 
scrolls, Identify, and Town Portal. 

Mistake #2: You don’t combine 
Wirt’s leg with a scroll of anything 
to get to The Secret Cow Level. You 
combine Wirt’s Leg with a Tome of 
Town Portal. Thanks, and keep up 
the good work! 

Cory Forseth 


That “Scroll of Teleport”, uh, tele- 
ported in from another game. —ed 


BBK 

| subscribe to all three gaming 
magazines, and | just fired off a 
blistering (but, oh-so-polite) letter 


letters to the editor 


comments advice 


Wasting time with Diablo II 


to PC Gamer about their Diablo I! 
review. My issues? Did they really 
give it a good review 
(performance on various power 
machines, various internet 
hookups, and performance when 
the servers get loaded up with 
players) or were they just out for 
the “scoop,” which they seem to 
focus on over content? Blizzard 
is a well-run company and they 
should get a fair review, which I’m 
certain will sti// be very positive. 

| just wanted to thank you for 
taking a little more time, and mak- 
ing sure you provided an honest 
review as opposed to BBK (Blizzard 
Butt Kissing). Reviewing is not a 
contest to see who is first (which, 
my wife tells me, is nota plus). 

SteveNotinHawaii 


Incoherent Diablo 


| Plz help me, lam running Diablo II 


on a Pentium IX 1287418927 48219 
GHz processor with 481327541892735 
gigabytes of RDRAM, a 
328914732418 terabyte HD, a geforce 
gts 16 ultra with 1832754189247 
megabytes of ram and I’m only 
getting 8374189327418932 frames 
per micro-second! please help! 

Also please tell me who the hell 
that guy in the back of the maga- 
zine called “ed” who makes com- 
ments about all the letters is! | 
think he’s really cool! 

Tyrael John Whites 


ed is shrouded in mystery, sorta 
like the point of your message.—ed 


Get Medieval 
| read a nifty review of Medieval I! 
in the October issue and have been 
trying to find it as | am consider- 
ing buying it... but | can’t find it 
anywhere. Has it been released? |s 
it available? 

Wussup? 

Joel D. Davis 


Oops, we should have listed the 
website for that game. Check it out 
at www. incrediblesimulations.com- 
/isiM2. html 


Send all correspondence to: 
editor®cdmag.com 


Letters may be edited for space considerations. 


Wasting time 

I'm writing in response to Justin 
Kahrl’s letter in the September 
2000 issue [“Long letter of the 
Month” ]. | think he neglected to 
point out why most people play 
games in the first place—they want 
to be entertained. Not everybody 
is looking for some kind of life- 
changing experience when play- 
ing these things; sometimes peo- 
ple just want to have fun. 

It's true that a good story can 
sometimes save an otherwise dull 
game, just as good acting can 
sometimes revive a real dog of a 
movie. However, to say that video 
games are a total waste of time 
because they are less enriching 
than movies is a bit of a stretch. 
That's no excuse for bad game 
plots, but the kind of depth men- 
tioned in the letter is, at least I’ve 
found, quite rare in movies as 
well. If you want a deep, emotion- 
ally engaging story, you're more 
likely to find it in a book. A movie 
has at most two or three hours to 
introduce the story, tell it, and 
wrap it up. Emotions, personal 
thoughts, and the point of views 
of other characters, all of which 
make the reader feel closer and 
care more about the characters, 
are much harder to do in the 
movies. With the shrunken time 
frame, what might normally hap- 
pen over the course of time gets 
sped up so that it happens ina 
few minutes (case in point: sex). 
It’s not surprising that great books 
often turn into awful movies. If 
you're playing a game that stinks, 
at least you know you have some 
control over the final outcome. 

At any rate, I’m sure people 
could go on and on about how 
their favorite form of entertain- 
ment is better, more enriching, 
more productive, more education- 
al, blah, blah, blah. But really, 
who cares? It’s a free country, it’s 
your life, and your free time. If 
you like it, what’s the need to jus- 
tify why to everyone else? It’s not 
like anything they're doing in 
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their free time is going to make 
much difference at the end of the 
line, anyway. People may say 
you're wasting your time by play- 
ing videogames, and maybe you 
believe them. So when they ask 
you what you're doing, you might 
say, “Oh, just wasting time.” But 
if you had fun during that time 
you wasted, can you really call it 
time wasted? 

Joshua Blum 


Cheaters 
| am writing this letter to your 
magazine in hopes that | might be 
able to find some help or just to 
bring to light a topic that | know 
effects [sic] online gaming in gen- 
eral. | have been playing games 
on my PC since | was in 7th or 8th 
grade, playing anything that hit 
the market. From text based role- 
playing games to first-person 
shooters like Quake, | have played 
just about anything under the sun. 
Most have had multiplayer options 
that allow huge groups of people 
to gather and enjoy these games 
together in an online community. 

Sadly, the one common theme 
that holds true through every sin- 
gle one of these games is the fact 
that some people think they have 
to cheat. | personally have never 
cheated and will never cheat in 
any game; | find it takes the plea- 
sure out of playing these games in 
the first place. Sadly some losers 
find some sick, twisted form of 
pleasure in taking away this 
enjoyment from people like me. 

| know | am not the first and 
will not be the last to complain 
about people who think they have 
to cheat, but | was just wondering 
if it might be possible for your 
publication to bring to light the 
use of software or hardware to 
cheat in online gaming and possi- 
ble ways to combat this. | know 
there are some valiant attempts by 
some parties not affiliated with the 
game creators to stop the cheat- 
ing, but these attempts fall far 
short. | appreciate your time and 


hope that you might consider this 
topic of great importance, consid- 
ering | am sure it effects [sic] even 
you or your staff. Online gaming is 
absolutely the future of games in 
general, but if the cheating keeps 
moving at the pace it is the life of 
these games will be short lived. 
Daniel Voss 


We actually have a feature in the 
works on this very topic. —ed 


Serious ambiguity 
With reference to your “Upfront” 
editorial “Serious Fun” in the 
October issue you said, “We've 
done reader surveys in recent 
months and, not surprisingly, we're 
finding that the readers of the 
magazine are getting younger. ” 

I've been reading your maga- 
zine for several years but |’m defi- 
nitely not getting any younger. | 
checked old photos and checked 
with my wife; it just isn’t so! 

| do realize that this is not what 
you meant in your editorial—just 
hoping to add a bit of humor to 
your day. The magazine has gotten 
better with the passing of time. 
Please don’t “dumb it down.” 

Ron Wray 


Kids do get it 
I'm 13 and | am perfectly happy 
with your magazine. Don’t gear it 
toward kids, or you will lose many 
more subscribers than you gain. | 
am quite happy with the layout of 
your magazine, and do not think 
you should tone down the previews 
either. Keep up the good work. 
Adam1 


MaciQ 

In the story on MacWorld ["Still 
Kicking,” CGM 119], Steve Bauman 
needs to get his facts straight. As 
of three months ago you could 
get a G4 for $1,499 NOT $2,499. 
That's a one thousand dollar dif- 
ference. If | had more time I'd 
make a list of all the cool stuff | 
could buy for my Apple with 
$1,000. If he wants to bash the 
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Mac, he'll need a better IQ! 
David M. Peters 


Hmm, insulting my IQ? That’s not 
nice. The $2,499 price specifically 
referred to the dual-processor G4; 
that’s the only G4, aside from the 
Cube, specifically referenced in the 
article. The standard configuration 
was for that model remains, even 
today, at that price. You can verify 
this at http://store.apple.com 


tH3 1337 sP3aK 

Hi, i liKe conFetTi. me wanNa some 

gaMes anD other crAp(i driNk soDa). 
Jeremy Arbid 


Il WANT 2 SUbcribe 
J.L.S. Tresix 


U gOt It, do0d. —ed 


Incoherent babbling 
| really enjoy reading your maga- 
zine. | like to draw the game char- 
acters from all of the kickass games. 

| am not sorry for my AOL 
account. | like AOL. | will say I’m 
sorry for my AOL account when 
monkeys fly out of my ass. 

After this I’m going to eat lunch 
I'm having salami on pita bread. 

Please put my letter in your next 
issues and include my screen name. 
Peoples who may be reading this, 
IM me tell me want you think. 

RED59821 


Thanks for the heads up on the 
sandwich. And people, please IM 
this fine person and talk about... 
sandwiches. —ed 


Errata: In our Oct. issue [CGM 119], 
we forgot to include our “Stamp of 
Approval” in the review of Dark 
Reign 2. In the review of the 3D 
Prophet Il Mx, the “High Res” chart 
was mislabeled. It should have 
compared the baseline to the 3D 
Prophet Il MX, not the Voodoo5 
5500. The review of Atari Arcade 
Hits Il incorrectly listed the game's 
ESRB rating as “Mature.” The cor- 
rect rating is E for Everyone. m 
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‘HITMAN: CODENAME 
|47’ casts you as a hired 
assassin and chronicles 
your progress through a | 
series of contracts. 
Includes some 27 levels 
that cover five actual 
hits, as well as the 
preparations necessary 
to make those hits - 
accumulating  equip- 
ment, information, and 
the like. Most missions 
are comprised of about 
80% planning and 20% 
action. 


Eidos (Action) 
Release: 10/00 


‘STARSHIP TROOPERS’ puts you 
in battle armor in the middle of a 3D 
game played from a chase perspec- § 
tive. While in the command ship, 
you move around without armor. | 
You can eventually gain control 
Over your entire squad if you wish. 
Spaceship interiors, bug tunnels, i 
buildings, wide open landscapes, & f 

swarms of bugs attacking simulta- 

neously are all a part of the game. 


Microprose (Action) 
Release: 10/00 
PC CD 


‘SOLDIER OF FORTUNE’ You're 
‘the world's deadliest Soldier of 


: : : » = Ee er orca 
Fortune & your mission is clear: : a i 4 < 
survive. Track your prey across the Sam) vi ' 
globe in a series of secret missions FA 


to take down a fanatical terrorist 2 ‘) % KO TUNE 
a Ban ——— 2 ae 


organization. Features 26 levels in 
10 missions; — ultra-realistic | : 
weapons, enemies & environments; 
and multiplayer mode (Deathmatch, 
Assassin, Arsenal & Capture The 
Flag). 

Activision (Action) 

Release: NOW 

PC CD 


‘STAR TREK DEEP SPACE NINE: § 
THE FALLEN’ combines the 3D 
‘functionality of the Unreal a 
Tournament engine to bring the 
Deep Space Nine world to life in this 
intense third person action game. 
The game is based on the Deep 
| Space Nine television series and 
| will feature many of the characters 
that made the show a popular 
weekly viewing event over the last 
few years. 

Simon & Schuster (Action) 

| Release: 

PC CD 


| ‘SILENT HUNTER Il’ recreates the 
battles between Hitler's U-boat | 
force & Allied convoys. Multiplayer 
mode for hot action & cooperative 
play over the Internet or LAN. 
/Multiple difficulty levels & 
enhanced dynamic campaign com- 
plete a very detailed & realistic 
environment. 


Mindscape (Simulation) 
Release: 12/00 
PC CD 


‘CRIMSON SKIES’ is set in an alter- [ 
nate twentieth century where the 
U.S. has factionalized into numer- | 
ous small countries. Zeppelins haul | 
cargo & passengers the length& |, 
breadth of the continent, preyed on | 
by pirates & protected by priva- 
teers. Crimson Skies allows you to 
pilot their own fighters, gunships or 
bombers in the service of national 
militias. Players may design unique |" 
planes to suit their fighting style. 
Microsoft (Simulation) 
Release: 

PC CD 
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TITLE 
Thief: The Dark Prict 
Tomb Raider 2 Gold 
Tomb Raider 3 
Tomb Raider 4 
Tomb Raider 5 
Tomb Raider Gold 
Tomb Raider Lost Artfct 
Tomb2/Total Bundle 
Twisted Metal 2 
Unreal 2 
Unreal Gold Bundle 
Unreal Tournament 
UnrealTournamentGYE 


RELEASE 
12/98 
06/99 
11/98 
12/99 
11/00 
03/98 
03/00 
10/99 
11/97 
04/00 
10/00 
11/99 
10/00 


PRICE 
$14.95 
$17.95 
$16.95 
$28.95 
$38.95 
$12.95 
$17.95 
$14.95 
$19.99 
$38.95 
$12.95 
$29.95 
$28.95 


Urban Chaos 

Warriors of Might & Mgc 
Warzone 2120 
Witchaven 

Wolfenstein 3D 

X Com Collection 

X-Com Alliance 

X-Com Enforcer 


FRAG 


12/99 
11/00 
11/00 
09/95 
03/98 
11/99 
11/00 
12/00 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
Abomination 10/99 $26.95 Heavy Gear 3 12/00 $39.99 Spec Ops:Rngr Ld Way 04/98 $17.95 
Alien Ressurection 11/00 $42.95 Heavy Metal 08/00 $38.95 Spec Ops:Ranger Gold 11/99 $27.95 
Alien vs. Predator 2 03/01 $39.95 Hidden & Dangerous 07/99 $18.95 Speco Ops Platinum 09/00 $28.95 

Hidden & Dangerous 2 01/00 $38.95 Star Trek Away Team 05/00 $39.95 
Amen: The Awakening 04/00 $39.99 I'm Going In 11/00 $34.95 Star Trek Hidden Evil 12/99 $24.95 
Bang! - Gunship Elite 08/00 $34.95 Interstate 76 03/97 $12.95 Star Trk DS9 Fallen 10/00 $38.95 
Battlezone 2 12/99 $24.95 Interstate 82 11/99 $18.95 Star Trk Kingon Acadmy 06/00 $38.95 
Battlezone Gold 09/99 $22.95 Kingpin: Life Crime 07/99 $24.95 Star Trk Vygr Elite Fre 09/00 $39.95 
Beach Head 2000 06/00 $18.95 Kiss Psych Cres Ch 07/00 $38.95  Starlancer 05/00 $38.95 
Blood 2 12/98 $17.95 Mech 2 Titanium Tril 04/98 $14.95 Starship Troopers 10/00 $39.95 
Blood 2: Nightmare Lvis 03/99 $8.95 Messiah 03/00 $34.95  Starsiege Tribes 2 10/00 $42.95 
Buffy the Vampire Slayer 09/00 $28.95 Midtown Madness 05/99 $24.95 — Starsiege Tribes Extr 12/00 $42.95 
C&C Renegade 11/00 $42.95 Midtown Madness 2 09/00 $39.95 System Shock 2 08/99 $18.95 
Carmageddon 2 11/98 $18.95  Mortyr 12/99 $32.95 [jj j aaa 
Carmageddon TDR 2000 09/00 $39.95 Obi Wan 10/00 $42.95 STAR TREK: ELITE FORCE’ This 
Carnivores 2 02/00 $18.95 Oni 01/00 $4495 | 1St game based on Star Trek 
Code Name Eagle 04/00 $19.95 Planet of the Apes 10/00 $39.95 | Voyager pits players against a 
Crimson Skies 09/00 $49.95 Quake 11/96 $18.95 | Multitude of Star Trek enemies, 
DF 2 Jedi Knight wSith 09/98 $24.95 Quake 2 12/97 $18.95 | (cluding the relentless Borg and 
Daikatana 05/00 $28.95 Quake 3 Arena 12/99 $33.95 pk a ah iar ae payee i: 
Delta Force 2 11/99 $34.95 Quake 3 Arena MP1 11/00 $28.95 pe: 
Delta Force:LandWarrior 11/00 $39.95 Quake Bundle Pack 01/99 $14.95 _| Player combat missions. 
Demolition Racer 11/99 $16.95 Rainbow Six Gold 06/99 $22.95 
Descent 3 06/99 $18.95 Return to Castle Wifstn 10/00 $39.95 
Descent 3 Mercenary 11/99 $17.95 Rogue Spear 10/99 $28.95 
it 06/98 $9.95 Rogue Spear Expansion 04/00 $19.95 Activision (Action) 
escent: Freespace 2 10/99 $24.95 Rogue Spear Platinum 11/00 $39.95 Release: NOW 
Deus Ex II 04/00 $33.95  Rollcage 2 07/00 $38.95 PC CD F 
Devil Inside 2 02/00 $39.95 
Die Hard Trilogy 2 03/00 $24.95 S.W.A.T. 3:Elite Edition 10/00 $39.95  Tachyon: The Fringe 04/00 $34.95 
Die by the Sword 03/98 $9.95 SWAT 3: Close Quarters 11/99 $32.95 The Devil Inside 06/00 $38.95 
Evil Dead:Hail to King 10/00 $39.95 SWAT Career Pack 04/00 $34.95 The Grinch 11/00 $39.95 
Freespace 2 Sci-Gm Year 06/00 $34.95 Sanity 09/00 $44.95 The Mummy 11/00 $39.95 
Giants 10/00 $39.95 Shell Shock 01/00 $19.99 Thief 2 Gold 10/00 $24.95 
Soldier of Fortune 03/00 $38.95 
Half Life:Game of Year 07/99 $34.95 Soldier of Fortune Gold 11/00 $44.95 Thief Gold: Dark Projet 11/99 $17.95 
Heavy Gear 2 06/99 $14.95 Spec Ops 2 11/99 $24.95 Thief Ill 05/00 $33.95 
COMPUTER GAMES: SIMULATION 
1943 Euro Air War 11/98 $18.95 Fly the Best MS FS 98 08/99 $28.95 MS Combat Flight Sim 11/98 $28.95 
3D Railroad Master 10/98 $49.99 Flying Nightmares 2 09/00 $35.99 MS Combat Flight Sim 2 10/00 $44.95 
3D Ultr Rdo Cntri Reng 11/99 $18.95 Formula 1 97 06/97 $29.99 MS FS 98 Afrcn Safri 02/99 $24.95 
AMA Superbike 09/99 $29.95 Grand Prix 500 03/00 $24.95 MS FS 98 Air Force One 09/98 $9.95 
Aces Collection 2 05/97 $18.95 Grand Prix Legends 10/98 $18.95 MS FS 98 Dang Airport 02/99 $19.95 
Across the Rhine 08/95 $9.95 Grey Wolf 05/95 $12.99 MS FS 98 Flight Bag 07/99 $28.95 
Airport 1 05/00 $28.95 Gunship! 04/00 $34.95 MS FS Airport 2k v.2 04/00 $32.95 
Apache Havoc 04/99 $12.95 Hangsim 08/00 $37.95 MS Flight Sim 2000 10/99 $38.95 
Ares Rising 09/98 $14.95 Harley-Dvdsn'sRaceAm 01/00 $14.95 MS Flight Sim 2000 PE 10/99 $59.95 
Armored Fist 2 10/97 $12.95 Independence War 2 08/00 $42.95 MechWarrior 3 06/99 $18.95 
Armored Fist 3 10/99 $17.95 Independence War Dix 08/99 $17.95 MechWarrior 3 Exp Pk 12/99 $22.95 
Israeli Air Force 09/98 $16.95 
Battle for Midway CFS 08/99 $28.95 Jane's USAF 10/99 $36.95 Mechwarrior 2 NetMech 07/96 $12.95 
Battlecruiser Millenium 11/00 $44.95 Janes Air Superiority! 08/00 $39.95 Mig Alley 12/99 $34.95 
Behind Enemy CFS 04/00 $24.95 Jeff Gordon XS Racing 06/99 $19.99 Mile High Club 06/95 $9.95 
BreakNeck 06/00 $27.95 Jet Fighter 3 Classic 10/99 $14.95 Mobil 1 Rally Champ 03/00 $26.95 
Castrol Honda 2000 01/00 $24.95 Jet Fighter 3 Missn 05/97 $9.95 Monaco Grand Prix 2 06/99 $31.95 
Colin McRae Rally 04/00 $24.95 Jet Fighter 3 Platinum 11/97 $9.95 Moto Racer GP 2 11/98 $14.95 
“pete 000 eco, FLYING FORTRESS 2: THE 
Comanche Gold 05/98 $18.95 MIGHTY STH Command the 
Gonaaer tha Shias ene $9.95 supreme daylight bomber of World 
Bastar Conitnand 12700 $49.05 War ||. Master each of the 10 crew 
Dirt Track Racing 120 $19.95 member roles. Navigate accurately 
EhomyGmnch ve: Hk 05/00 $34.05 across Europe. Locate and bomb 
ri coe 0 a 
‘ uU : 
ee en ane sees ae Breathtaking air combat sequences igi 
£99 ae ; 06/99 $18.95 through photorealistic terrain (ees 
pitibianmiirares 09/08 $28.95 makes it all feel incredibly real. 
F/A-18E Super Hornet 03/00 $34.95 Microprose (Simulation) 
F1 World Grand Prix 2K 06/00 $18.95 | Release: 11/00 
FA18 Korea Gold Mac 05/00 $2895 |PE Cp 
FLY! 08/99 $14.95 
Falcon 3 Classic 10/97 $8.95 Motocross Madness 2 06/00 $35.95 
Falcon 4.0 wBinder 12/98 $19.95 Jet Fighter Full Burn 07/98 $12.95 NASCAR Heat 08/00 $39.95 
Falcon Gold 07/94 $9.99  Jungle/Desert Strike 07/95 $8.95 Nascar 2000 03/00 $36.95 
Fighter Squadrn 3/99 $12.95 Ka-52 Team Alligator 03/00 $28.95 Nascar Acceleration Pk 04/00 $39.95 
Flight Combt Thndr 11/00 $44.99 Luftwaffe Commander 12/98 $24.95 Nascar Racing 4 11/00 $39.95 
Flight Un 3 Scenery 09/00 $44.99 M1 Tank Platoon 3 09/00 $42.95 Nations Fighter 12/99 $24.95 
Flight Unlimited 3 09/99 $18.95 M1A2 Abrams 03/97 $6.99 Need Speed:Porsche Unl 03/00 $37.95 
Fly 2K 08/00 $27.95 MSCFS Combat Pilot1 07/00 $28.95 Need for Speed 3 09/98 $14.95 


Need for Speed 4 
Need for Speed:Motor 
Pacific Theater 
Panzer Commander 
Panzer Elite 

Pedal to the Metal 
Private Pilot 

ReVolt 

Red Baron 3D 

Reno Air Races 
SU-27 Flanker 2 
Silent Hunter 2 

Spirit of Speed 1937 
Star Trek Bridge Comm. 
Starsiege 

Start Up 

Steel Beasts 

Stunt GP Racing 
Super 1 Karting 
Super Bike 2000 

Test Drive 6 

Test Drive Cycles 
Test Drive Le Mans 
Test Drive Off Road 3 
Thrust, Twist & Turn 
Tour Car Challenge 
Train Dispatcher 2 
Tuskegee Fighters 
Ulti. Race. Series 3 
Ultim. Fligh. Ser 4 
Ultimate Flight Srs 3 
Ultimate Motorcycle Srs 
Ultimate Racing Srs 2 
WW II Fighters 

Wild Metal Country 


Wings of Destiny 

World of Combat 

X-Com Interceptor 
X-Treme Flight Pack 
X-Wing Alliance 

X-Wng v Tie W Binc Pwr 


06/99 
09/00 
07/00 
05/98 
12/99 
08/99 
08/00 
09/99 
11/98 
11/00 
11/99 
11/00 
08/00 
04/00 
03/99 
07/00 
08/00 
11/00 
08/00 
03/00 
12/99 
08/00 
04/00 
11/99 
08/00 
10/99 
08/98 
04/00 
03/00 
02/00 
09/00 
03/00 
03/00 
11/98 
09/00 


03/00 
11/96 
06/98 
12/98 
03/99 
10/98 


ELITE FORCE 


| SEY PHASERS tO 


$24.95 
$38.95 
$34.95 

$8.99 
$12.95 
$27.95 
$39.95 
$29.95 


$18.95 
$39.95 
$28.95 

$9.95 
$34.95 

$9.95 
$29.95 
$24.95 
$16.95 
$35.95 
$36.95 
$44.95 
$39.99 
$44.95 
$18.95 
$28.95 
$42.95 
$28.95 
$35.95 
$35.95 
$28.95 
$34.95 
$34.95 
$21.95 
$37.95 
$22.95 
$39.99 
$28.95 
$17.95 
$17.95 
$17.95 
$17.95 
$17.95 
$18.95 
$42.95 


$17.95 
$24.95 

$3.95 
$34.95 
$24.95 
$18.95 


©2000 CHIPS & BITS, INC. 


TITLE 


1830 RR/Rbbr Baron 
7th Legion 

AD&D Birthright 
AlWars Awakening 

Age of Empires 

Age of Empires Gold Ed 
Age of Empires || 

Age of Emprs II:Conq.s 
Age of Emprs Rise Rme 


Eidos (Strategy) 
‘Release: 12/00 
PC CD 


Age of Wonders 
Airline Tycoon 


Alchemist 

Alien Intelligence 
Allegiance 

Alpha Cen Planetar Pk 
Alpha Centauri 

Alpha Cntri Alien Crssfre 
Amazons & Aliens 
Ancnt Cnqst: Gldn Fice 
Anno 1503 

Armies Of Armageddon 
Army Men 

Army Men 2 

Army Men 3 

Army Men Air Attack 
Army Men Freedom Pck 
Army Men Value Pack 
Army Men World War 
Art of Magic 

Axis & Allies 

Axis & Allies 2 

Axis & Allies Iron Blitz 
Aztec 

Battle Isle:Andosian War 
Battlecrser 3000 AD V2 
Battlecruiser 3000 
Battlecruiser 3020 AD 
Battlefield 1942 

Battles of Destiny 

Black & White 

Blizzard Legend Pack 
Blood & Magic 

Blzzrd Game Year Clictn 
Braveheart 

Bugdom 

Business Tycoon 

C & C Red Alert 


C&C 2 Tiber Sun Pltmn 
C&C 2: Tiberian Sun 
C&C Gold Bundle 

C&C Gold W95 


C&C Red Alert Arsnl 
©2000 CHIPS & BITS. INC 


RELEASE 


04/95 
10/97 
07/97 
07/00 
10/97 
04/99 
09/99 
09/00 
11/98 


11/99 
10/00 


03/00 
12/00 
04/00 
03/00 
02/99 
10/99 
09/00 
06/99 
11/00 
04/00 
05/98 
03/99 
10/99 
03/00 
01/00 
09/00 
07/00 
04/00 
09/98 
04/00 
11/99 
01/00 
10/00 
12/98 
10/96 
07/00 
11/00 
11/92 
10/00 
07/00 
11/96 
02/99 
08/99 
10/00 
08/00 
11/96 


09/99 
08/99 
11/98 
02/97 
12/98 


PRICE 


$19.95 

$9.95 
$18.95 
$29.50 
$24.95 
$32.95 
$39.95 
$29.95 
$24.95 


TRIKE 


$18.95 
$28.95 


$22.95 
$42.99 
$35.95 
$37.95 
$18.95 
$24.95 
$29.95 
$28.95 
$39.95 
$39.95 
$18.95 
$27.99 
$16.95 
$24.95 
$28.95 
$19.95 
$17.95 
$44.95 
$12.95 
$39.95 
$29.95 
$34.95 
$39.95 
$14.95 

$8.95 
$42.99 
$39.95 

$3.95 
$44.95 
$39.95 
$14.95 
$32.95 
$19.95 
$18.95 
$39.95 
$14.95 


$48.95 
$29.95 
$17.95 
$12.95 
$24.95 


COMPUTER GAMES: STRATEGY 


TITLE 
C&C Sole Survivor 
C&C Worldwide Warfre 
C&C2 Firestorm 
C&C2 With Firestorm 
Caesar 2 


Civ 2 Gold Ed 

Civ 2 Test of Time 
Civ Call to Power 2 
Civilization 


RELEASE 
12/97 
12/98 
03/00 
06/00 
09/95 


12/98 
08/99 
11/00 
12/95 


PRICE 
$19.99 
$27.95 
$25.95 
$39.95 

$9.95 


$18.95 
$14.95 
$39.95 

$8.95 


TITLE RELEASE 
Emergency Room 2 03/99 
Empire Earth 05/00 
Empire of the Ants 07/00 
Entrepreneur Corp Exp 11/99 
Etherlords 06/00 
Evolution 01/98 
Extreme Tactics 10/98 
Farmland USA 02/00 
Fast Food Tycoon 10/00 


qQppupenen 


Civilization 2 
Civilization 3 
Civilztn Call to Powr 


03/96 
06/00 
04/99 


Close Combat: Normandy 09/00 
Cmmndos:Bynd Call Duty 04/99 


Colonization 
Colonization W95 
Command & Conquer 
C&C Arsenal Pack 
Commandos 
Commandos 2 

Conflict of Nations 
Conquer the World 
Conquered Kingdm w/SD 
Conquest Earth 
Conquest New World 2 
Conquest New Wrid Dix 
Conquest: Frntr Wars 
Cutthroats 

Dark Colony 


Dawn of War 
Diplomacy 

Disciples 2:Dark Prph 
Disciples: Sacred Lands 
Earth 2140 

Earth 2150 

Emergency 

Emergency Firefighters 


11/94 
06/99 
09/95 
10/97 
09/98 
11/00 
01/00 
10/97 
08/00 
09/97 
10/00 
11/96 
11/00 
09/99 
08/97 


09/00 
12/99 
12/00 
11/99 
10/97 
06/00 
09/98 
06/00 


‘SUDDEN STRIKE’ is a real-time strategy and tacti- 
cal simulation game. Set in WWII, with Russian, 
German, French, American & British missions 
focusing on tactical fighting. Up to 1,000 units per 
scenario, 


PRICE 
$19.95 
$39.95 
$39.95 
$19.99 
$42.95 
$28.95 
$19.95 


$12.95 
$39.95 


giant maps, realistic gun simulations 


Fate of the Dragon 08/00 
Fleet Command 05/99 
Force 21 08/99 
Force Commander 03/00 
Ground Control 06/00 
Hardwar 08/98 
Hero MM | 


Hero MM Millenium Ed 12/99 


complete with “real” explosions, units gain experi- 
ence and make it from one mission to the next, 
multi player mode: up to 12 players and 4 teams. 


$33.95 
$29.95 
$14.95 
$29.95 
$38.95 
$14.99 


| Armgddn Blade10/99$24.95 


$24.95 


HeroesChron.Clash Dragons11/00$18.95 
HeroesChron.Cong.Undrwrld09/00$18.95 
HeroesChron.MasterElemnts1 1/00$18.95 


Heroes Chronicles 09/00 


$18.95 


Heroes II] with Armageddon07/00$24.95 
HeroesMM |IIShadowDeath03/00 $38.95 


Heroes ofM&M3 03/99 
Heroes of MM 3 Complete 09/00 
Homeworld 09/99 
Homeworld Game Year Ed.06/00 
Imperial Conquest 12/00 
Imperialism 2 04/99 
Imperium Galactica 2 05/00 
Incredible Machine TM ‘08/00 
Jagged Alliance 03/95 
Jagged Alliance 2 07/99 
Kingdom Under Fire 10/00 
Lords of Magic 12/97 
Majesty 09/00 


$27.95 
$29.95 


$28.95 
$34.95 


$42.95 
$18.95 
$34.95 
$29.95 
$12.95 
$18.95 
$39.95 
$12.95 
$39.95 


= ‘ROLLER COASTER TYCOON: 
Expand 
| your imagination by using Rocket 


LOOPY LANDSCAPES’ 


Ships, Medieval Castles, Winter 


s | Wonderlands, & many other new 
*] environments. Build on new land- 
‘| scapes, provide more shops & 
"| Stalls, or play one of 30 new sce- 
© | narios. Includes the best-selling 
=| Corkscrew Follies Expansion Pack! 
Hasbro (Strategy) 
Release: 

| PC CD 
| ‘ROLLER COASTER TYCOON’ 
| Release: NOW 


TITLE 


Majesty:Northern Exp 
Master of Orion 2 
Master of Orion III 
MechCommander 2 
MechCommd Gold 
Metal Fatigue 

Mind Rover 

Myth: Total Codex 


RELEASE 


11/00 
11/96 
11/00 
01/00 
09/99 
07/00 
03/00 
11/99 


PRICE 
$29.95 
$12.95 
$39.95 
$42.95 
$28.95 
$38.95 
$39.95 
$17.95 


Paxlmperia:EminentDomain1 1/97 $12.95 


Pharoah 


11/99 


Pharoah Add-On:Cleopatra07/00 


RR Tycn 2: 2nd Century 
Railroad Tycoon 2 
Railroad Tycoon 2 Gld 
Railroad Tycoon Child Ed 


Risk 2 


05/99 
11/98 
09/99 
09/00 


03/00 


$29.95 
$19.95 
$18.95 
$18.95 
$28.95 
$39.99 


$22.95 


Roller CT Loopy Landscapes09/00$29.95 


Roller Coaster Tycoon 
Roller Cstr Tcy Exp Pk 
SWAT 3:Battle Plan 
Sacrifice 

Settlers 3 Mission 2 
Settlers 3 Ultimate Coll 
Settlers 3 w/MD 1 
Sheep 

Shogun: Total War 
SimCity 3000 

SimCity 3000 Unlimited 
Sims:Livin' Large 
SimsvVille 

Spaceward Ho! 4 
Squad Leader 


03/99 
11/99 
09/00 
10/00 
10/99 
08/00 
10/99 
10/00 
06/00 
01/99 
05/00 
09/00 
02/01 
10/96 
09/00 


Star Trek:Starfleet Cmmd 211/00 


Star Trk Armada 

Star Trk Gen Birth Fed 
Star Trk New Worlds 
Starcraft 

Starcraft Brood Wars 
Starcraft Bttl Chest 
Starfleet Command GE 
Stars Supernova 
Stellar Frontier 
Submarine Titans 
Sudden Strike 


03/00 
05/99 
09/00 
04/98 
12/98 
12/98 
06/00 
01/00 
08/00 
08/00 
10/00 


TA:Kingdoms-lron Plague 03/00 


Tanktics 
The Sims 
Theocracy 


12/99 
02/00 
12/00 


Three Kingdoms:Ft of Drgn09/00 


Total Annhitn Kingdoms 
Total Annihilation 

Total Annihilation 2 
Total Annitn Cr Ctgcy 
Total War 

Totl Annhitn Bttl Tctcs 
Tribal Rage 

Tropico 


Tzar 

Wall Street Trader 2001 
Wall Street Trader 2K 
Wall Street Tycoon 
WarCraft 2 Battle.net Ed 
Warcraft 2 

Warcraft 3 

Warhmmr 40K Rites War 
Warlords 2 Dlx 
Warlords 3 

Warlords 4 

Warlords Battlecry 
Warlrds 3 Drk Lrd Rsg 
Worms Armageddon 
X-Com Apocalypse 
X-Com Terr frm Deep 
X-Com UFO Defense 
X-Tension 

X: Beyond the Frontier 
Yoot's Tower 
Zeus:Master of Olympus 


06/99 
10/97 
12/00 
04/98 
01/99 
08/98 
06/98 
03/01 


04/00 
10/00 
01/00 
07/00 
10/99 
12/95 
06/01 
07/99 
09/95 
08/97 
05/00 
07/00 
08/98 
06/99 
08/97 
03/95 
06/94 
06/00 
01/00 
04/99 
11/00 


$24.95 
$17.95 
$19.95 
$42.95 
$22.95 
$39.95 
$22.95 
$28.95 
$39.95 
$29.95 
$37.95 
$29.95 
$39.95 

$4.95 
$49.95 
$42.95 
$38.95 
$12.95 
$39.95 
$24.95 
$19.95 
$34.95 
$33.95 
$39.95 
$38.95 
$39.95 
$39.95 
$19.95 
$17.95 
$39.95 
$37.99 
$34.95 
$19.95 

$8.95 
$39.95 
$19.95 
$18.95 
$17.95 
$14.95 
$39.95 


$19.95 
$18.95 
$17.95 
$39.95 
$18.95 
$18.95 
$42.95 
$21.95 
$34.95 

$8.95 
$42.95 
$38.95 
$25.95 
$24.95 

$8.95 

$6.95 

$8.95 
$34.95 
$23.95 
$35.99 
$39.95 


‘REACH FOR THE 
STARS’ Turn-based 
strategy of galactic 
exploration, colonization 
& conquest. Dive into 
the immense range of 
player controlled game 
parameters or simply 
focus on galactic explo- 
ration and enemy 
destruction. Features 
more than 30 preset sce- 
narios, 16 unique 
species, a diplomatic 
system, network play, a 
powerful scenario editor 
and tactical combat. 


Mindscape (Strategy) 
Release: NOW 
PC CD 


| ‘AGE OF EMPIRES II: THE CON- 
QUERORS EXPANSION PACK’ will 
challenge veterans and novices to 
wage war on an epic scale with all- 
new civilizations, unique units and 
technologies, and campaigns based 
@ on infamous conquerors such as 
Attila the Hun, El Cid and 
Ma Montezuma. 

a Ba? 2 Microsoft (Strategy) 
Vs wl teh, |: Release: NOW 


ae - é PC CD 
NQUERORS 


EXPANSION 


‘AGE OF KINGS’ 
Release: NOW 


‘COMMANDOS 2’ Once again you 
take command of the elite soldiers 
behind enemy lines as you utilize 
their abilities for the mission. New 
characters include a thief, a seduc- 
tress, & a dog. Faster paced game- 
play, but still requiring the planning 
& investigation of mission possibil- 
ities. New vehicles include jeeps, 
® tanks, trucks, ships, boats & cars. 
ym All missions are playable in single 
& or Multiplayer mode. 

Eidos (Strategy) 
Release: 12/00 
PC CD 


‘THE SIMS: LIVIN’ LARGE’ expan- 
| sion pack lets you take your Sims to 
new extremes. Help your Sims deal 
| with everything from roach infesta- 
_| tions to alien abductions. Give them 
| the opportunity to become a rock 
| star, a talk show host, even a UFO 
investigator. Choose from over 100 
new items for your Sims to use. 
, EA (Strategy) 
Release: NOW 
PC CD 


‘THE SIMS’ 
Release: NOW 


‘KINGDOM UNDER FIRE’ details 
the epic battles on the continent of 
Bersiah, where the Race of Light 
(Humans & Elves) & the Race of 
Darkness (Orcs & Ogres) coexist in 
a brooding cloud of suspicion & 
hostility. Features 70 characters, 20 
missions each for Human & Devil 
races, 7 story missions for each 
Hero character, RPG elements, & 
different types of multi-player 


games. 
GOD Sey 
Release: 11/0 
PC CD 


‘COMMAND & CONQUER: RED 
| ALERT 2’ Wielding strange new 
|! technologies and hungering for 
| revenge, the Soviet Army invades 
America. Overwhelmed Allied 
forces, unprepared for the surprise 
attack, are decimated. Will freedom 
be crushed under the heels of 
‘Communist aggression? Take 
i Charge of 7 unique nations, 8 multi- 
player games, & 30 skirmish and 


multiplay maps. 
EA (Strategy) 
Release: 11/00 
PC CD 


acs kale eS PN 2) 
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et en oe 
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‘ARCANUM: OF STEAM- 
WORKS & MAGIC’ The| 
shift from magic to tech- | 
nology has created an| 
explosive situation in} 4 
Arcanum. Customize your 

character, 8 basic stats, 
more than 12 derived stats, | 
16 primary skills, 80 spells gg 
in 16 colleges, & 56 tech- ig me. 
nological degrees in 8 dis-| — 
ciplines. Take on ogres in| * 
real-time, or plan your 
strategy through turn- 
based combat. Take the 
adventure online coopera- 
tively or competitively over} , 
the Net or LAN. 


‘BALDUR’S GATE Il: SHADOW OF 
AMN’ The newest title in the 
Baldur's Gate series adds new 
classes, spells, and items and uses 
an isometric, top-down view. The 
game is real-time but is pauseable, 
/and actions may be assigned to 
characters in your party at that 
time. 


Interplay (Roleplaying) 
Release: NOW 
PC CD 


Sierra (Roleplaying) 


Release: 11/00 


‘WIZARDS & WARRIORS’ An evil 
Pharoah has overcome a curse & 
returned to wreak havoc on Gael 
Serran. Only the Mavin Sword can 
defeat him. You must uncover the 
sword’s legend & save the land. 
Use over 30 skills & 50 traits in 
more than 100 adventures & 
quests. Features over 50 PC char- 


acters, 11 clans, 100 NPC charac- j 
ters, & 300 monsters. Run, jump, § 


climb, fly, & more. 

| Activision (Roleplaying) 
Release: 10/00 

PC CD 


‘POOL OF RADIANCE 2: RUINS OF 
MYTH DRANNOR’ A new Pool of 
Radiance has been discovered in the 
ruined city of Myth Drannor. Features 
the new 3rd Edition Dungeon & 
Dragons Rules, 3D character & mon- 
ster models, interactive environ- 
ments, action-based combat system, 
| multiplay & singleplay dungeons, 
non-linear quests, over 100 spells, 
| and new D&D monsters and items. 


Mindscape (Roleplaying) 
Release: 12/00 
/PC CD 


‘ESCAPE FROM MONKEY ISLAND’ 
finds series hero, perennial pirate- 
wannabe Guybrush Threepwood, 
returning to face sociopathic par- 
rots, freakishly deformed bucca- 
neers, and an insult flinging original 
villain with a sinister agenda. So 
begins the next captivating chapter 
in the long-running Monkey Island 
series. Buccaneers, hoist the 
yardarms, batten down the hatches, 
and let the insults fly! 

Lucas Arts (Adventure) 
Release: 11/00 

PC CD 


‘DIRT TRACK RACING: SPRINT 
CARS’ is the first game to capture 
the essence of sprint car racing. It 
realistically simulates the physics 
of these unique machines, with 
their distinctive angled wings and 
top speeds of up to 170mph. Four 
different models of sprint car in 10 


separate series, with over 50 differ- jis 


ent sprint car skins. 


GT (Sports) 
‘Release: 10/00 
‘PC CD 


SPlus1200Pg3 


COMPUTER GAMES: ROLE PLAYING 


Time RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
Anachronox 10/00 $33.95 Hexplore 09/98 $12.95 Shattered Light w/Book 06/99 $28.99 
Arcanum:Of Stmwrk Mg 10/00 $39.95 Icewind Dale 07/00 $42.95 — Silver 11/99 $32.95 Ultima Collection 02/98 $12.95 
Asheron's Call 11/99 $29.95 King of Dragon Pass 02/00 $37.50  SoulBringer 07/00 $38.95 Ultima Online: Rena. 05/00 $18.95 
Baldur Gate w/EP 1 11/99 $32.95 — Lands of Lore 01/94 $12.95 Star Trek ConQuest 06/00 $24.95 Vampire:Masquerade 06/00 $38.95 
Baldur's Gate 12/98 $24.95 eae se a ‘DEUS EX’ In this thrilling role: f 
Deus Ex 06/00 $28.95 Legendsof Might Magic 09/00 $44.95 bebe P| nt ee iJ 
Diablo 01/97 $9.95  Meatal Gear Solid 10/00 $38.95 logically au mienied anti-terrorist ; 
Diablo Bundle 10/98 $15.95 Might & Magic 7 06/99 $22.95 g t - 9 t to stoo the & 
Diablo II 06/00 $44.95 Might & Magic 8 03/00 $32.95 agen ¥ Bd geiehe ley e ie 
; : conspirators from achieving their @ 
Diablo |] Expnsn Pck 04/00 $29.95 Might & Magic Comp. 11/98 $27.95 goals. Travel the globe in a quest 
Disciples of Steel 09/96 $5.95 Might & Magic Trilogy 12/95 $17.95 for knowledge, develop your char- 
EverQuest ScarsVelious 01/00 $39.95 Neverwinter Nights 07/01 $44.95 4 : 
acters strengths, build a network 
EverQuest:Ruins Kunark 04/00 $34.95 Nox 02/00 $38.95 of allies to assist you, and deter- 
Fading Suns Nbl Armda 10/00 $39.95 Odium 11/99 $14.95 mine when stealth ann strategy are 
Fatherdale:Grdns Asgrd 06/01 $42.95 ; : 
more important than action. 
Final Fantasy VII 06/98 $18.95 Pool of Radiance 2 12/00 $42.95 lonStorm (Roleplaying) 
Final Fantasy VIII 01/00 $38.95 Rage of Mages 2 10/99 $12.95 Release: NOW 
Forgotten Rims Arcvs 3 08/99 $9.95 Ravenloft 1 & 2 Bndle 02/97 $7.95 PC CD 
Forgottn Rims Arcvs 2. 08/99 $9.95 Realms Arkania Tril 10/97 $8.95 
Forgttn Rims Silver Ed 08/99 $24.95 Revenant 10/99 $27.95 Swords of Heroes 06/00 $42.95 Warlord 11/00 $39.95 
Good & Evil 12/00 $42.95 Septerra Core 11/99 $16.95 The Summoner 01/00 $42.95 Werewolf: Apocalypse 11/00 $38.95 
Gothica 10/00 $44.95 ShadowBane 09/00 $39.95 Throne of Darkness 11/00 $42.95 Wizardry 8 11/00 $44.95 
Heroes M&M Comp. 10/97 $28.95 Shadowrun: Assassin 06/00 $42.95 Ultima 9 Ascension 12/99 $39.95 
COMPUTER GAMES: ADVENTURE 
102 Dalmations 11/00 $28.95 Gabriel Knight Coll. 12/98 $24.95 Morpheus 10/98 $18.95 Quest for Glory 5 12/98 $19.95 
Gabriel Knight 3 11/99 $29.95 Muppet Treasure Island 08/96 $35.99 Real Myst 3D 10/00 $39.95 
7th Guest 211th Hour 11/95 $8.95 Grim Fandango 10/98 $9.95 Myst 03/94 $12.95 Real Neverending Story 11/00 $42.95 
7th Guest/11th Hour 03/97 $14.95 Hype: Time Quest 11/99 $19.95 Myst 2 w/Hint Book 08/99 $12.95 Redguard 11/98 $14.95 
Abe's Exodus 12/98 $16.95 Indy Jones Infrni Mchne 11/99 $39.95 Myst 2: Riven 11/97 $24.95 Rent a Hero 01/00 $25.95 
Adrenix Crisis 07/98 $39.95 Inherent Evil Hntd Htl 12/99 $14.95 | Return of the Phantom 07/93 $2.95 
AdventureChateau d'Or 10/00 $39.95 It Came From Zog! 10/00 $39.95 Myst Mstrpce Edition 09/99 $28.95 Return to Krondor 12/98 $14.95 
Alone in DarkNtmre 11/00 $39.95 Jack Orlando 06/00 $39.95 Myst:Dimensions 11/00 $39.95 Riana Rouge 01/98 $18.95 
AmericanMcGee's Alice 10/00 $45.95 Jewels Of the Oracle 03/95 $19.95 Nemesis 10/96 $8.95 Riddle Master Lu 10/95 $3.95 
Amerzone 10/99 $34.95 Jewels Oracle 2 01/99 $19.95 New Adv offime Mchne 09/00 $28.95 Riddle of the Sphinx 11/00 $19.95 
Atlantis 2 06/00 $24.95 Journeyman Prict Trigy 05/99 $28.95 Nocturne 10/99 $14.95 Ring 07/99 $24.95 
Blade Runner 11/97 $17.95 KQ8:Mask of Eternity 12/98 $14.95 Odyssey 10/00 $28.95 Sacred Amulet 07/00 $19.95 
Blair Witch Episode 1 09/00 $19.95 King's Quest Collection 11/99 $14.95 Of Light & Darkness 04/98 $24.99 Sacred Mirror of Kofun 11/96 $19.99 
Blair Witch Episode 2 10/00 $19.95 Kingdom II:Shadoan 09/00 $39.95 Omikron: Nomad Soul 11/99 $26.95  Safecracker 05/00 $19.95 
Blair Witch Episode3 11/00 $19.95 Lander 09/99 $14.95 Outcast 08/99 $22.95 Sanitarium 05/98 $14.95 
Blaze & Blade 01/00 $19.95 Last Call 08/00 $19.95 Overseer 03/98 $19.95 ScoobyDooGhost Town 10/00 $29.95 
Bugs Bunny & Taz 09/00 $39.95 Pandora Directive 08/96 $19.95 ScoobyDoo Phantom 11/00 $29.95 
Chicken Run 10/00 $28.95 —_Liath 11/00 $39.95 Phntsmgria Stgefrght 04/99 $38.95 Scooby-Doo:Myst Fun 10/99 $18.95 
Clive Barker's:Undying 02/00 $42.95 ‘’M GOING IN’ is the 1st military Seeker 10/00 $44.99 
Creature Shock 11/94 $12.95 stealth shooter to stress cunning 7Games of the Soul 10/00 $19.95 
Curse of Monkey Isle 11/97 $9.95 & covertness over firepower. It’s Shadow Man 09/99 $19.95 
Daria's Inferno 10/00 $39.95 you against a rogue Russian . Tender Loving Care 06/99 $24.99 
bak aot teMon 1288 $2595 leojonl in a race to prove ee ee 
Dark Half 01/00 $44.99 RUCHSBS nese eal Europe Time Traveller 12/00 $39.95 
Darkness 01/00 $29.95 | tneiitrate ik tOUgHES! Tunety Tomorrow Never Dies 10/00 $42.95 
Dead Unity 02/99 $45.99 pobre ics s Euro. Use yout Tonic Trouble 10/99 $26.95 
Skills in thievery, hacking, & sabo- —s 
Desperados 09/00 $39.95 tage. Equip yourself with the latest | Traitor's Gate 05/00 $19.95 
Destiny 10/96 $8.95 NATO s & t Under KIl Moon w/Book 11/94 $8.95 
py gear & weapons to 
defeat bunkers, tanks, & gunships. venice incense: 0000 Se 
Escape from Dr. S 06/00 $39.99 Fidos (Action) Wheel of Time 11/99 $28.95 
Escape Monkey Isle 11/00 $39.95 | Release: 11/00 Wild Wild West 12/99 $18.95 
Fable 03/97 $8.95 PC CD X-Files AdventureGame 06/98 $19.95 
Fallout 10/97 $14.95 XFile AdvGme&Movie 07/99 $29.95 
Fallout 2 11/98 $18.95 — Light Bringer 02/00 $19.95 Police Quest 5 SWAT 12/95 $9.95 Zero Critical 05/99 $18.95 
Fallout 3 03/00 $39.95 Longest Journey 06/00 $39.95 Prince Persia Coll LE 12/98 $18.99 
Flying Heroes 05/00 $12.95 Lotus Spring 05/00 $24.95 Prince of Persia 3D 09/99 $23.95 Zork: Grnd Inquisitor 10/97 $28.95 
Frankenstein 11/95 $14.99 Mankind 09/00 $19.95 Queen: The Eye 01/00 $36.95  Zork:Nemesis 04/96 $12.95 
COMPUTER GAMES: SPORTS 
Alley 19 Bowling 02/00 $18.95 Extreme Horse Racing 09/99 $14.95 Links LS 2000 10-Crs 02/00 $18.95 NHL Champ 2001 07/00 $42.99 
Amercn Deer Hntr 2000 08/99 $14.95 1 2000 03/00 $37.95 Links LS 2001 09/00 $44.95 NHL Hockey 2000 09/99 $18.95 
Backyard Baseball 08/00 $34.95 F1 World Gran Prix99 06/00 $22.95 Links LS 99 11/98 $26.95 NHL Hockey 2001 09/00 $39.95 
Backyard Soccer 2001 09/00 $19.95 FIFA Soccer 2000 11/99 $18.95 Madden NFL 2000 09/99 $17.95 PBA Bowling 2 02/00 $19.95 
Baseball Mg! Wrid Srs 12/98 $28.99 FIFA Soccer 2001 10/00 $38.95 PGA Championship 2K 06/00 $32.95 
Baseball Mogul 2000 10/99 $28.95 Football Mogul 03/99 $18.95 Microsoft Baseball 2001 05/00 $29.95 Pipe Dreams 2 11/00 $28.95 
Beet! Buggin Racing 04/00 $19.95 Ford Racing 10/00 $18.95 Mountain Game Hunter 09/99 $9.95 SnowmobileChm 2000 12/99 $18.95 
Cabela's BGH 4 09/00 $18.95 Formula 1 ‘99 02/00 $24.95 MS Golf 2001 Ed. 08/00 $29.95 Superbike 2001 10/00 $38.95 
Championship Man 4 06/00 $39.95 MS Intl Football 06/00 $24.95 Supreme Snowb 11/99 $37.99 
Championship Mgr 3 04/00 $28.95 Harley: Road to Sturgis 08/00 $18.95 MS NFL Fever 2000 09/99 $19.95 
Deer Hunter 3 11/99 $17.95 High Heat Baseball2001 03/00 $27.95 MTV SportsSkateboardi 09/00 $28.95 Tiger Woods 2001 11/00 $39.95 
Deer Hunter 4 09/00 $19.95 Insane 09/00 $24.95 NASCAR Racing 3 09/99 $29.95 Tiger Woods PGA Tour 09/99 $17.95 
Int'l Rally Champnshp 06/00 $12.95 NBA Basketball 2000 10/99 $17.95 Tony HawksPro 2 09/00 $29.95 
Expert Pool 03/00 $18.95 KO Boxing 06/00 $27.95 NBA Basketball 2001 08/00 $42.99 Triple Play 2001 03/00 $38.95 
Extreme 4x4 07/00 $18.99 Links LS 2000 10/99 $38.95 NBA Live 2001 11/00 $39.95 US Open 2000 10/00 $19.95 


©2000 CHIPS & BITS, INC. 


X4 
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TITLE 
101st Airborne 
12 O'Clock High 
Age of Sail 


Aide de Camp 2 
Attack Pack 

Battle of Britain 
Battleground 1:Bulge 
Battlegrd 2:Gettysburg 
Battlegrd 3:Waterloo 
Battlegd 4:Shiloh 
Battlegrd 5:Antietam 
Battlegrd 6:Napoleon 
Battlegrd 7:Bull Run 
Battlegrd 8:P Waterloo 
Battlegrd 9:Chicka. 
Battleground: Coll 1 
Battleground: Coll 2 
Camp. Civil War 
Campaign 1776 

Civil War Generals 
Close Combat 2 

Close Combat 3 

Close Combat 4 


Close Combat Trilogy 
Cmpgn Civil Wrh 


Cmpgns Amer Civil War 


East Front 

East Front 2 

East Front Camp 
Empire 2 Art of War 
Europe in Flames 
Fighting Steel 


RELEASE 


10/98 
11/99 
11/96 


01/98 
09/00 
03/99 
10/96 
12/95 
05/96 
05/96 
11/96 
05/98 
05/97 
10/97 
01/99 
01/99 
01/99 
11/00 
03/00 
11/97 
11/97 
01/99 
11/99 


09/99 
09/00 
10/00 
11/97 
04/99 
03/98 
09/95 
04/00 
06/99 


Controllers 


9H F-16 Combtstk USB 
3H F-16 Fight USB 

3H FightSim USB LE 
3H Flight Sim Yoke 

3H FigtSim Yoke USB 
7H Gamepad USB 

7H Pro Pedals USB 


3ame Commander 
xravis Dstryr PCGmPd 
iravis Xterm Dual 
iravis Xterm. Fce Pad 
iravs PCGmPdProUSB 
juill. RaceLd F Whi 
nteract V4 F Fdbk WhI 
ntrct Hmmrhd FXFre Pd 
_ogi.CordlessTM Whl 
-ogi. !Feel Mouseman 


XN 


Release: NOW 
PC 


MINN CHIPC gx RITC INC 


12/99 
10/00 
08/99 
04/99 
10/00 
04/99 
06/00 


10/99 
06/00 
06/00 
09/00 
03/99 


PRICE 
$12.95 
$28.95 
$14.95 


$42.95 
$19.95 
$9.95 
$12.95 
$9.95 
$9.95 
$9.95 
$9.95 
$9.95 
$9.95 
$12.95 
$17.95 
$18.95 
$17.95 
$38.95 
$33.95 
$18.95 
$18.95 
$19.95 
$38.95 


$24.95 
$33.95 
$52.95 
$18.95 
$24.95 
$14.95 

$8.95 
$37.95 
$19.95 


$69.95 
$89.95 
$89.95 
$84.95 
$99.95 
$24.95 
$99.95 


$42.95 
$13.95 
$49.95 
$59.95 
$19.95 


06/00 $129.95 
04/00 $109.95 
04/00 $44.95 
08/00 $79.95 
12/00 $59.95 


Hercules (Hardware) 


COMPUTER GAMES: WAR 


‘HERCULES 3D PROPHET II GTS: 64MB’ is based on NVIDIA's 
GeForce2 GTS & offers per-pixel shading, 2nd generation transform & 
lighting engines, & blazing fast DDR RAM for unprecendented speed & 
visual quality. The boards are available in 32MB and 64MB versions 
and includes TV-Out. 


‘PANZER GENERAL III: 
| SCORCHED EARTH’ Battle 
/ your way to Berlin as the 
Bm) soviets or march to 
Moscow as the Germans in 
Panzer General Ill: Scorched 
Earth. The new features 
include a strategic map that 
allows players to pick their 
sown way to Berlin or 
Moscow. There are 4 new 
meee Campaigns, a new overview 
@ map, and over 100 new 3D 
units. A Battle Generator fo 
creating random battles 
using American, British, 
French, German or Russian 


ERAL 


SCORCHED EARTH 


Mindscape (War) 
Release: NOW 
PC CD 


‘THE OPERATIONAL ART 


ART WAR, OF WAR: CENTURY OF 


CENTURY WARFARE’ includes the 
OF WARFARE ? entire Operational Art of 


Y War series with all the add- 
= ons and even a new WWI 
scenario. It all comes in 
one box at a great price. 


Talonsoft (War) 
Release: NOW 
PC CD 


‘PANZER CAMPAIGNS: NOR- 
MANDY ’44’ is an operational or 
grand-tactical simulation of WWII 
combat, covering the D-Day inva- 
sion. 55 starter & intermediate sce- 
narios, & 250 turn campaign game. 
Solo play, 2 person hot-seat, 2 per- 
son Play-By-E-Mail, & multiplayer 
over LANs & Net 


HPS (War) 
Release: NOW 
PC CD 


‘SAITEK CYBORG 3D JOYSTICK- 
USB’ This stick sports an incredi- 
ble array of functions, & is com- 
pletely configurable. Use the 


TITLE RELEASE _—RICE TITLE RELEASE PRICE TITLE RELEASE RICE 
Final LiberatnWHm 40K 11/97 $12.95 Napoleon's Russian 09/00 $33.95 Rowan's Battle Britain 01/01 $38.95 
Flight Commander 2 01/95 $8.95 Op Art War: Elite Ed 06/99 $17.95 
GettysburgColl. Ed. 09/00 $18.95 Op Art Wr 2: Elite Ed 01/00 $19.95 Sid Meier's Antietam 06/00 $37.95 
Great Battles Caesar 03/98 $14.95 Oper Art War: Cen War 04/00 $39.95 Sid Meier'sCivil War Coll 08/00 $28.95 
Great Battls Alexndr 06/97 $14.95 Oper AtWarWarGm Yr 01/00 $29.95 Sid Meier's Gettysbrg 10/97 $12.95 

Pacific General 07/97 $28.95 Smolensk to Moscow 04/99 $29.95 
Great Bttles Hannibal 11/97 $14.95 Pacific Tide 01/00 $45.95 Steel Panthers 10/95 $14.95 
‘AGE OF SAIL II’ Captain the most Steel Panthers 2 11/96 $14.95 
| memorable sailing ships in history! } Stee! Panthers 3 VWOT 912.98 
From the Constitution to the Steel Panthers 4 12/00 $42.95 
Victory and over a thousand ships | St/™ '" the West 04/98 $28.95 
in between. Portraying real-time Tigers on Prowl 2 12/96 $39.95 
na naval warfare with a 3-dimension- Ulti Warg Coll. Vol 3 02/00 $19.95 
lai | al, realistic sailing and combat 
m'|model, Age of Sail II accurately} V Victory Bundle TES Bice 
‘| illustrates the mighty Fighting} V Vic: MarketGarden 04/93 $8.99 
eeemeamieg \ \CUan Beach =» 09/92 $9.95 
‘| the great navies of 11 nations for WGCSet 3 Age of Rifles 09/96 $15.95 
‘| supremacy on the high seas! War Along the Mohawk 09/98 $14.95 
Talonsoft (War) War Game Series 06/00 $49.95 
Release: 11/00 War Inc. 10/97 $7.95 
PC CD War Wind Collection 08/00 $12.95 
War in Europe 04/99 $39.99 
Great Civil War Bttls 06/00 $24.95 PanzCmmdr/Panz2 02/99 $12.95 War in the East: Crimea 04/98 $24.95 
Grt Nvl Bttls 3,4 Bnd 05/97 $12.95 War in the East: Izyum 04/98 $24.95 
Grt. Battles Am CW 09/00 $24.95 Panzer Campaigns’ 44 05/00 $34.95 Warinthe East: Lenin. 04/98 $24.95 
Harpoon 4 04/01 $38.95 Panzer Cmpns ‘ 41 01/00 $34.95 Warinthe East: Rostov 04/98 $24.95 
Horse & Mskt Add-On 11/00 $19.95 Panzer Gen 3D Assault 10/99 $14.95 War in the East:Kiev 04/98 $24.95 
Panzer Gen. 2 w/Gde 05/99 $17.95 Wargame Coll. Vol.2 03/00 $29.95 
Janes Naval Warfare | 08/00 $38.95 Peoples General 09/98 $28.95 Warhmmr 40K Universe 06/99 $24.95 
Last Battles 45 09/00 $42.95 Point of Attack 2 11/00 $46.99 West Front 11/98 $28.95 
Man of War 2 06/99 $19.95 Rising Sun 02/00 $27.95 West Front Bttl Pck 1 07/99 $12.95 
Medieval 2 09/00 $34.95 Rising Sun Gold 11/00 $28.95 
Napoleon 1813 10/99 $28.95 Rob. E. Lee CW Gen. 08/96 $24.95 West Front: Sea Lion 11/99 $18.95 
COMPUTER GAMES: HARDWARE 
Logitech TM Mrbl Whl 08/00 $49.95 MS SW re Fdbk 2 09/00 $99.95 TM NASCAR CH PED 02/00 $42.95 
LtechCrdiss MseMn Whl 08/00 $59.95 MS SWrGameCommdr 09/00 $59.95 TMNascar Charger 2 08/00 $34.95 
LtechCrdissbEdWhIMs 08/00 $69.95 MS SWGame Voice 09/00 $79.95 Thrust TG Fox 2 10/00 $14.95 
Ltech CrdissTrk Mrble 08/00 $49.95 MS SWr Standard 06/99 $29.95 Thrust TG Fox 2 Pro 10/00 $34.95 
Ltech WingMan Attack 03/00 $29.95 MS SW Strat Cmmdr 10/00 $59.95 Thrust Top Gun After 10/00 $54.95 
Ltech WM Extr.Dig3D 11/99 $34.95 MS SWFFWheel USB  06/00$139.95 ‘Thrust Top Gun USB 05/00 $29.95 
Ltech WingMan Frc 3D 08/00 $59.95 MS Trackball Explorer 06/00 $64.95 TMNscrPro Dig RcgWhl 12/99 $62.95 
Ltech WMGPad Ext 01/00 $39.95 MS Trackball Optical 06/00 $44.95 TM Top Gun Platinum 04/99 $19.95 
Ltech WM PrecGmpd 08/00 $9.95 Razer Boomslang 2K 02/00 $99.95 Sound Cards 
Ltech WM RumblePad 09/00 $44.95 Saitek Cyb2000 Jstk 04/99 $24.95 Dmd Monster MX400 03/00 $69.95 
Ltech WM Frc Rmbipd 08/00 $29.95 Fortissimo Sound Card 11/99 $45.95 
Ltech WMFormFre Whi ~=01/99 $139.95 ~— Saitek Cyborg 3D Jstk 11/98 $49.95 SOund Blaster 16x48 08/00 $59.95 
Ltech WM Gam Mouse 05/99 $32.95 Saitek Cyborg 3D Pad 11/98 $38.95 SB Live Plat 01/00 $179.95 
Ltech WM Frm Fre GP 08/00 $129.95 Saitek Cybrg3DJUstkKUSB 12/98 $49.95 Video Cards 
Mad Catz Andretti Whi 05/99 $64.95 Saitek GM1GameMouse 09/00 $24.95 3D Prophet 3DDR 06/00 $239.95 
SaitekGM2Pad & Mouse 03/00 $39.95 
MS Cdless Whi Mouse 08/00 $43.99 Saitek P120 PC Pad 10/99 $9.95  3dfx V4 4500 AGP 09/00 $149.95 
MS IntelliMouse Optical 06/00 $54.95 Saitek P2000 Tilt Pad 01/00 $44.95 3dfx V 4 4500 PCI 09/00 $179.95 
MS SideWinder Fdbck 2 10/00 $99.95 Saitek PC Dash 01/00 $49.95  3dfx V5 6000 AGP 09/00 $599.95 
SaitekSP550 Stk & Pd 10/99 $24.95 ATI RAGE Fury MAXX 03/00 $229.95 
Saitek ST110 Dynmc 12/99 $18.95 ATI 128 AGP 32MB 03/00 $225.95 
Saitek ST200 07/00 $19.95 Crea. 3D Bistr Anntr 2 05/00 $299.95 
Saitek USB Hub 12/99 $34.95 Elsa Gladiac GeForce2 06/00 $279.95 
Saitek X36 CS USB 03/00 $99.95 Herc 3D Pht Il Mx 08/00 $139.95 
Saitek X-36T System 12/98 $69.95 Herc 3D Pht Dl-Dsply 09/00 $184.95 
Saitek X6-33M Pad 11/98 $24.95 Hercules 3D Proph 32 08/00$349.95 
Saitk P750 Dgtl Cnt Pd = 12/99 $27.95 Hercules 3D Proph 64 07/00 $399.95 
Suncom G-Force 09/00 $29.95 Matrx Marvel G400-TV 09/00 $299.99 
Suncom Scepter LCD 09/00 $59.95 Met Wk3DVeng.AGP16 06/00 $118.95 
TM NASCAR Pro Dig2 08/00 $54.95 Met. Wk3DV212MB 06/00 $139.95 
TM Afterburner FFB 11/00 $79.95  VideoLgNE.25032AGP 03/00 $229.95 
hE’ Tl TM FFB 08/00 $89.95 VideoLG NE50 AGP 03/00 $169.95 
TM Fusion Game Pad 01/99 $14.95 VideoLG NEn 250 PCI 03/00 $169.95 
arsbdne Beem | TM Reflex USB 3D Jystk 12/99 $29.95 Voodoo5 5500 AGP (06/00 $279.95 
COMPUTER GAMES: ARCADE 
Hot WheelsStntTrkDrv 2 10/00 $29.95 
Breakout 09/00 $19.95 Matchbox Cater. Cnstr2 11/00 $29.95 
Croc 2 03/00 $19.95 
Deep Fighter 09/00 $39.95 Panty Raid 06/00 $17.95 
Dragon's Lair 3D 12/00 $42.95 Pinball Madness 2 04/00 $27.95 
Dukes Hazzard Race 07/00 $25.95 Pinball Madness 3 10/00 $18.95 
Earthworm Jim 3D 05/00 $27.95 Renegade Racers 03/00 $22.95 
Expendable 09/00 $36.95 Sega Rally Champ 2 09/00 $28.95 
Frogger 2 09/00 $29.95 Space Invadrs/Astroids 03/00 $9.95 


adjustment tool to configure the 
' Cyborg 3D to fit your hand, what- 
ever size- right or left-handed. 
| Features precise 3D twist. Ratio 
digital technology. Up to 24 pro- 
grammable actions. 


Saitek (Hardware) 
Release: ea 


Saitek (Hardware) 
ae NOW 
P 


CH Products (Hardware) 


Release: NOW 


PC 


PAD AND MOUSE’ 


‘SAITEK GM2_~=— ACTION 
For 
too long, gamers have 


been constrained by the 


limits of their keyboards & 


complicated commands. 
Not anymore! Saitek has 
developed the first Action 
Pad & Game Mouse com- 
bination specially for 
gamers. Features 2 hat 
switches, scroll wheel 
(good for web surfing too) 
& 9 assignable buttons 
(15 with shift button). 


‘CH FLIGHT SIM YOKE- 
USB’ 5 axis control 
includes pitch, roll, throt- 
tle lever, propeller lever, & 
mixture lever. 19 button 
functions include gear 
switch, flap switch, 8-way 
hat switch, two 2-way 
rocker switches, & 4 push 


| buttons. 


ea ea ee Oe ie 
STARFLEET COMMAND 
2’ Embark on a career as 
a starship officer and take 
the helm in the ultimate 
RTT (real-time tactical) 
Space combat experi- 
ence... Choose from 8 
races to play with all new 
single and multiplayer 
campaigns. The new 
dynamic campaign sys- 
tem (Metaverse) allows 
players to create an entire i 
career in an evolving 
galaxy full of intrigue. 


‘EMPIRES 
ATVAJATA 


Interplay (Strategy) 
Release: 11/00 
PC CD 


| ‘HOLLYWOOD MOGUL’ gives you | 
complete control of a Hollywood 
movie studio. Go inside the dream 
factory as you bring 100 movies to 
the Silver Screen. Own & run the 
studio. Make the movies. Hire & fire | — 
the biggest names in Hollywood. | 
Play against the box office scores of | | 
other Hollywood Moguls around | ~~ 
the world. New actors, actresses, | 
and directors may approach your 
studio with projects. 
HM Company (Strategy) 
Release: NOW 
PC CD 


‘HALF-LIFE ANDRENALINE 
PACK’ contains Half-Life 
Game of the Year Edition, 
Half-Life: Opposing Force, 
and Team Fortress Classic. 
As an added bonus, Half- 
Life: Adrenaline Pack also 
contains a Sierra Studios 
Trial CD that features 
|playable demos of hit 
games like Homeworld, 
Pharaoh and Swat 3. we 
Havas (Action) 
Release: NOW 
PC CD 


‘THIEF Il: THE METAL AGE’ You 
play a master thief in a quest to 
make a living at stealing. Features 
artificial intelligence, a new story 
line, renderer enhancements, & a 
cooperative multiplayer mode that 
allows players to tackle. A special 
difficulty level adds multiplayer- 
specific mission objectives, puz- 
zles, and traps that require coordi- 
nated action to defeat. 


Eidos (Action) 
Release: NOW 
PC CD 


‘UNREAL TOURNAMENT’ is a 
Stand-alone 3-D  shooter/arena 
game with over 30 levels & richly 
textured thrilling environments. 
Novice training mode and all-new 
and enhanced — big-bodycount 
weaponry make this an experience 
like no other. Play single player with 
fully customizable teammate "bots" 
or multiplayer with up to 16 "bots" 
&/or humans. 


TOURNAMENT 


GT (Action) 
Release: NOW 
PC CD 


‘QUAKE III- ARENA’ Created as 
multiplayer only, it features 
improved network play and new 
graphics (true curved surfaces, 
dynamic shadows, volumetric fog). 
New weapons include: Mace, jj 
SuperShotgun, Grenade/Rocket R | 
Launcher, Flame Thrower, Nine | 
Machine/Plasma/Light-ning Gun, 
and more. Features many new lev- 

els and classes with support for 
dozens of players. 

Activision (Action) 

Release: NOW 2 
PC CD i 


A 


tal 


CDI cA DNNDAG 


pene 
BOARD GAMES CARD GAMES 


a Hours 
Week 


rer now and re 


» | 


OT ee catalog with 
Nousanas of Fames} 


PCAN: 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
1864 Year of Decision 07/00 $29.95 Joan of Arc 08/98 $52.99 Union Pacific 05/99 $34.95 Digimon Booster Pack 04/00 $3.95 
Abalone 01/00 $26.99 Last DaysGrande Armee 08/00 $29.99 Victory 06/99 $35.95 Digimon Starter Deck 04/00 $9.98 
Alexanders Generals 01/95 $32.99 Lionheart 10/97 $34.99 War in Europe 10/99 $199.99 MLB Showdown BP 08/00 $2.9: 
Antietam Campaign 07/96 $29.99 Warhammer 40K 11/94 $69.99 MLB Showdown SD 06/00 $8.95 
Arab Israeli Wars 09/00 $12.95 Lunch Money 12/96 $16.99 Warhammer Fantasy 10/96 $69.99 MTG 6th Ed. Booster 05/99 $2.9: 

Make Your Own Opoly 11/99 $24.99 
Bastogne or Bust 06/00 $32.95 Napoleon's First Battle 03/98 $26.99 Wizards Quest 01/95 $21.99 MTG Invasion BP 08/00 $3.2: 
Battles Ancient World 3 09/00 $31.99 New Diplomacy 03/00 $39.99 Wooden Ships Iron Men 12/94 $22.99 MTG Invasion SD 08/00 $9.9 
Battletech 4th Ed. 12/94 $21.99 New England Railways 03/00 $29.99 Africa Aflame 01/96 $17.99 MTG Prophecies BP 06/00 $3.2! 
Bitter Woods 08/98 $25.99 Ogre & GEV 04/00 $12.99 Asia Aflame 01/96 $17.99 MTG Prophecies SD 06/00 $9.9: 
Bohnanza 09/00 $11.95 On To Richmond 06/98 $36.99 Planes in Flames 10/96 $21.99 Pokemon BPGym Heroes 08/00 $5.25 
Brandywine 03/00 $32.95 Othello 04/99 $21.99 World in Flames Dlx 11/96 $99.99 Pokemon BPTeam Rocket 05/00 $4.95 
Caesar:Conquest Gaul 01/99 $49.99 Over There 09/00 $99.95 Yellowstone 11/98 $21.99 
Clue 05/98 $26.99 Over the Reich 12/94 $32.99 Zertz 05/00 $24.99 Star WarsBP/ DeathStar 207/00 $2.9: 
Colonial Diplomacy 01/95 $48.99 Zobmondo 12/99 $29.99 Star Wars BP/ Young Jedi 05/99 $1.95 
Combat! Stalingrad 08/00 $46.95 Pacific War 12/94 $42.99  Zorndorf 03/96 $39.99 Star Wars BP/ Battle Naboo04/00 $1.9! 
Courtisans of Versailles 10/99 $44.99 Piercing the Reich 09/95 $29.95 ‘TOMB RAIDER CHRONICLES’ 
Damned Die Hard 07/99 $42.99 Raid on Richmond 05/95 $21.99 reveals 4 newly discovered, & 
Dragon Dice | 09/95 $9.99 Rebels & Redcoats 1 05/95 $26.95 previously untold adventures, tak- 
Drive to the Baltic 01/00 $28.99 Rebels & Redcoats 2 04/95 $29.99 ing you on a journey from the 
Eastern Front 2nd Ed 12/94 $52.95 Rebs & Yanks 12/99 $12.99 ruins of Rome, to a Russian sub- 
Empire of Rising Sun 11/95 $44.99  Risorgimento 1859 08/00 $59.95 marine, to the rooftops of a hi- AIDE! 
Financiers & Sharks 05/00 $29.99 Robo Rally 01/96 $36.99 tech city in a search of 4 ancient 
Flight Leader 12/94 $19.95 Russia At War 12/96 $29.99 artifacts. In light of Lara's recent 
, Samurai Swords 04/97 $48.99 | disappearance, those closest to 
Gear Krieg 08/00 $20.95 Settlers of Catan 11/96 $32.99 her gather at the Croft Estate on a padi uy Ic 1 
Gettysburg 3 Days July 05/96 $34.99 Starship Troopers 03/96 $29.99 rainy day for a memorial service Cr t 5 
Guadalcanal 12/94 $29.95  Stonewalls Last Battle 08/96 $27.99 in her honor. 
Hannibal 03/96 $36.99 Third Reich 12/94 $26.99 Fidos (Action) 
Home BeforeLeavesFall 05/99 $99.99 Release: 11/00 
In Flanders Field:Ypres 06/99 $17.95 US. Rails 12/96 $12.99 PC CD 
Jena 10/96 $36.99 Ukraine 1943 08/00 $29.95 
HINT BOOKS PC: TRADITIONAL ROLEPLAYING 
Daikatana 03/00 $14.99 3D Ultr Lionel Traintown 12/99 $19.95 AD&D Aberrant 11/99 $20.9: 
Duke Nukem Forever 10/00 $17.99 AD&D Core Rules V2.0 12/98 $49.99 Ars Magica 4th Ed 08/95 $25.95 
Evolva 05/00 $17.99  BattleshipSurf.Thunder 10/00 $29.95 Brave New World 09/99 $25.9 
Gunman Chronicles 10/00 $14.95 Bingo Keno Win/Mac 02/00 $18.95 Forge of Fury 11/00 $8.95 Bubblegum Crisis 12/96 $22.9! 
Chessmaster 8000 09/00 $38.95 Monster Manual 10/00 $16.99 
Planet of the Apes 10/00 $9.99 Clue: Murder Boddy 10/98 $18.95 Player Char. Rec. Sheets 08/00 $8.95 Castle Falkenstein 06/95 $28.9: 
Quake 3 Arena 12/99 $16.99 Cosmo Makeover 10/99 $22.95 Players Handbook 08/00 $17.95 Changeling 09/95 $26.9! 
Rainbow Six:Covert Ops 09/00 $12.99 CosmoMkeovr DIx 10/99 $34.95 Dungeon Master'sScreen 09/00 $9.95 Conspiracy X 09/96 $24.9: 
Soldier of Fortune OSG 04/00 $16.99 Cosmo Makeover 2 10/99 $25.95 Priests Spell Comp 3 02/00 $21.99 Cyberpunk 2020 05/95 $18.9! 
Star Trek Voyager OSG 09/00 $17.99 CosmotMkeovr2 Dix 10/99 $42.95 Reverse Dungeon 05/00 $15.99 DC Heroes Universe 12/99 $16.95 
Starlancer OSS 09/00 $17.99 CosmMkovrwCamera 03/00 $88.95 Apocalypse Stone 03/00 $13.95 Dark Destiny 07/96 $13.9! 
Tachyon:The Fringe 05/00 $17.99 CosmoMkvr Stlel Pk 1 02/00 $13.95 Deadlands Rulebook 10/97 $27.9! 
Thief 2 04/00 $17.99 Cosmo Mkvr StylPk2 02/00 $13.95 The Awakening 05/00 $19.99 Great Rail Wars 10/97 $49.9: 
X-Com Alliance 10/00 $16.99 Emerg. Room Dstr Strks 06/00 $24.95 Attack Myth Drannor 11/00 $15.99  Hellon Earth Rulebook 12/98 $26.9: 
Myst Strategies 12/96 $12.99 Emerg. Room LifeorDth 07/00 $19.95 Cloak & Dagger 06/00 $23.99 Dragon Ball Z 10/99 $18.9! 
Entertainment Coll V1 12/99 $29.99 Draconomicon 02/00 $16.99 Dragonlance 5th Age 09/96 $21.9: 
Spyro Year of Dragon 10/00 $9.95 Hoyle Board Gms 2001 10/00 $29.95 Dungeon of Death 05/00 $8.99  Earthdawn 06/95 $17.9! 
Arcanum 10/00 $17.99 Hoyle Casino 2000 04/00 $28.95 Grand Tour Realms 01/00 $12.99 Earthdawn Companion 06/95 $15.9: 
Asheron's Call OSS 04/00 $17.99 Hoyle Casino 2001 10/00 $29.95 Into Dragons Lair 08/00 $15.99 
Baldur's Gate 2 Guide 09/00 $13.95 Hoyle Word Gms 2001 09/00 $29.95 Secrets of Magister 02/00 $16.99 GURPS Rulebook 02/95 $22.9! 
Deus Ex 07/00 $17.99 Hoyles Bd Gms 2000 06/00 $22.95 Volo Guide BaldursGate 07/00 $13.99 Heavy Gear 08/95 $26.9: 
Diablo || OSG 06/00 $16.95 Jeopardy 2nd Ed 09/00 $28.95 GreyhawkCampaign Map 08/00 $8.99 Hercules & Xena 09/98 $25.9! 
EverQuest:Ruins Kunark 04/00 $16.99  K.I.S.S. Pinball 10/00 $19.95 LivingGreyhawkGazett 11/00 $23.99 Hero Wars 05/00 $16.9: 
Plane Torment OSG 04/00 $17.99 LEGO Friends 02/00 $17.95 Heroes Un. 2nd Ed. 02/98 $21.9: 
Vampire Masq. OSG 06/00 $17.99 Lego Knight's Kingdom 09/00 $29.95 Vortex of Madness 01/00 $15.99 Hunter 11/99 $25.9! 
MS Flight Sim 2000 02/00 $19.99 MTV Music Generator 05/00 $28.95 Bleak House 08/00 $20.99 In Nomine 03/97 $23.9: 
Mechwarrior 3 06/99 $16.99 Oregon Trail 4ht Ed 05/00 $34.95 Die Vecna Die! 06/00 $21.99 Jovian Chronicles 04/98 $25.9! 
NASCAR Racing 4 09/00 $17.99 Scrabble 2 09/99 $28.95 VanRMonsterComp3 04/00 $21.99 Kingdoms of Kalamar 04/00 $25.9! 
Tokyo Extreme Racer 2 09/00 $16.95 Tonka Construction 2 01/00 $22.95 Van R Mon Comp 2 12/99 $21.99 MERP 2 Softcover 10/95 $19.9: 
Madden FB 2001 08/00 $12.99 Wheel of Fort. 2nd Ed 09/00 $28.95  Vecna Reborn 12/98 $11.99 Macross 2 04/95 $11.9! 
Age Empires || Conq 09/00 $12.95 $19.95 Web of Illusion 03/99 $8.99 Mage 2nd Ed. 02/95 $28.9: 
Baldurs Gate Tales 06/00 $12.95 ‘DIABLO II: INFERNO’ Journey Mage Sorcerer Crusade 10/98 $24.9! 
C & C:Red Alert 2 09/00 $17.95 | across distant lands, fight new vil- [eae 
Dark Reign 2 OSG 07/00 $17.99 lains, discover new treasures & Mechwarrior 07/95 $13.9: 
Earth 2150 06/00 $17.99 uncover ancient mysteries. Four, Mechwarrior Comp. 09/95 $12.9: 
Ground Control 06/00 $16.99 fully populated towns & wilder- Nephilim 09/95 $18.9: 
SimCity 3000 Unlimited 07/00 $17.99 ness areas. Multiple dungeons, Of Gods And Men 09/97 $21.9 
caverns & crypts in every town to jam Palladium Fantasy 03/98 $21.9: 
The Sims 03/00 $16.99 explore. Expanded world filled Bt Paranoia Fifth Ed. 05/97 $20.9! 
Total Annhitn Kingdoms 08/99 $15.99 | with all-new quests, weapons, i Pendragon 4th Ed. 05/95 $24.9 
Uprising 2 12/98 $16.99 | gnells, armor, monsters & non- ff Rifts 06/95 $21.9 
Warcraft 2 Battle.net 10/99 $12.99 player characters. Full multiplayer Robotech 04/95 $11.9! 
Wargasm 03/99 $17.99 support, including Battle.net. Shadowrun GM Screen 04/95 $12.9: 
Warlords Battlecry 06/00 $15.99 Release: NOW Cannon Companion 04/00 $16.9! 
Warzone 2100 04/99 $17.99 PC CD Corporate Punishment 02/00 $12.9: 
Shogun Total War 06/00 $17.99 Matrix 08/00 $19.9! 
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We Have Playstation 2 Games! 


‘TEKKEN TAG TOURNAMENT’ 
features more than 30 charac- [bie Anco inher 
ters who have appeared 
throughout the Tekken series 
since the first arcade game. Pick 
your favorites and join the fight 
as you use the unique strengths 
of each combatant to annihilate 
your opponents. A special tag- 


NEw team mode creates new combi- 
Low nations of attacking never 
PRICE before possible. Sophisticated 
S! and highly detailed back- 
grounds. 
| SONY PLAYSTATION || PLAYSTATION2 Sony (Simulation) 
Title RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE Release: 11/00 
Alien Resurrection 10/00 $29.95 In Cold Blood 09/00 $39.95 Ray Crisis 09/00 $29.95 Dark Cloud 10/00 $48.95 PSX2 
Alone in the Dark 4 11/00 $39.95 Jarrett & LabonteRacing 10/00 $38.95 RayMan 2 09/00 $29.95 
Animorphs 09/00 $29.95 Knockout Kings 2001 10/00 $39.95 Ready 2 Rumble Box2 09/00 $39.95 Dinosaur 10/00 $48.95 2 ‘FINAL FANTASY 9’ The 
Armored Cor Mstr Arena 03/00 $39.95 Legacy Kain Soul Rvr2 09/00 $42.95 Driving Emotion Type S 10/00 $48.95 | J world of Gala is at war. 
Army Men Air Attack 2 09/00 $39.95 Legend of Dragoon 06/00 $39.95  Soulbringer 09/00 $44.95 Evo Rally 10/00 $48.95 eo Young bandits are enlisted 
Army Men World War 04/00. $39.95 ia” KS“ TONY HAWK’S PRO] Fartavision 10/00 $48.95 | ia) in the fight against the 
Batman Beyond 10/00 $39.95 «<A» SKATER 2’ Choose from the | Getaway 10/00 $48.95 <o_ ruthless queen of 
Blade 11/00 $39.95 | i most comprehensive roster | Gradius 3 & 4 10/00 $48.95 fo Alexandria. The crystals 
Blaster Master 12/00 $39.95 | of pro skaters, an increased be from earlier titles are back 
Oo number of tricks and combi- | GunGritfon Blaze 10/00 $48.95 | Sa too! One young bandit & 
Buffy Vampire Slayer 09/00 $39.95 — nations, including new grabs, } 'idden & Dangerous 2 10/00 $48.95 > his entourage must meet 
Bust A Groove 2 08/00 $29.95 He — .| grinds, inverts and lip and} ‘endo 10/00 $48.95 Lc) many challenges to bring 
Champ Motocross 2K1 09/00 $39.95 | JW im-<ame Sei ) nollie tricks. You'll need to | Madden FB 2001 10/00 $49.95 | fall peace to their world. 
Chrono Cross 08/00 $39.95 | MMOtALEer te AIeh/ J 8 ctor these new| MetalGear Solid2 11/00 $48.95 
Colin McRae Rally2 08/00 $42.95 ree skills as vou work your way | NFLGame Day 2001 10/00 $48.95 EA areas UL) 
Cool Boarders 2001 «11/00 $39.95 | P= oy ae PY Ninja Gai Release: 11/0 
oe up the in the rankings. Ninja Gaiden 10/00 $48.95 
Countdown Vampires 08/00 $39.95 nerpe Activision (Sports) Oddworld Munchees Odys10/00 $48.95 PSX 
Danger Girl 09/00 $39.95 ia Release: NOW | Onimusha Warlords 10/00 $48.95 
Darkstone 10/00 $14.95 | Jia PSX} Orphen: Scion of Sorcery 10/00 $48.95 ‘WWF SMACKDOWN 2’ 


Dave Mirra Free BMX 09/00 $39.95 PSX 2 Dual Shock 2 10/00 $33.95 
Destruction Derby Raw 09/00 $32.95 Lunar 2:Eternal Blue 11/00 $62.95 SpecOps:Omega Squad 10/00 $39.95 PSX 2Memory Card 8M 10/00 $34.95 


Digimon World 07/00 $39.95 MTV Sports Free BMX 10/00 $39.95 Spider-Man 08/00 $39.95 PSX 2 Multi Tap 10/00 $34.95 = "| that makes WWF so popu- 

MTV Sports Skateboard 09/00 $32.95 Spyro Year of Dragon 10/00 $39.95 PSX System 2 10/00 $349.95 | i ~~ | lar. Featuring “Stone Cold 
Dragon Valor 10/00 $39.95 Star Trek Invasion 08/00 $38.95 = 4 Steve Austin, The Rock, 
Driver 2 11/00 $42.95 March Madness 2001 11/00 $39.95 Star Wars Demolition 11/00 $42.95 Ridge Racer 5 10/00 $48.95 | jd The Undertaker, Triple H, 
Ducati Motor Racing 08/00 $39.95 McGrath Vs. Pastrana 09/00 $39.95 Strider 2 08/00 $29.95  Silpheed Lost Planet 10/00 $48.95 | Cm Kane, & more. Graphics & 
Duke Nukem Pit Babes 09/00 $39.95 Medal of Honor 2 10/00 $39.95 Superman 10/00 $19.95 Snowboard SuperX 10/00 $49.95 | eo action that will keep you 
Dukes of Hazzard 2 11/00 $39.95  MediEvil 2 05/00 $39.95 Sydney 2K Olympics 08/00 $39.95 Street Fighter EX3 10/00 $48.95 tJ glued to your TV. So lace 
ECW Anarchy Rulez 08/00 $38.95 MegaMan Legends2 10/00 $39.95 Tenchu 2 08/00 $39.95 Summoner 10/00 $48.95 | i x up your boots & get ready 
Ehrgeiz 2 10/00 $39.95 Mike Tyson Boxing 10/00 $39.95 Tiger Woods 2001 11/00 $39.95 Tecmo Super Bowl 10/00 $48.95 on ape 4 4 for serious smack down! 
Eternal Eyes 11/00 $39.95 NASCAR 2001 09/00 $39.95 Time Crisis 2 09/00 $46.95 ~ THQ (Sports) 
Evil Dead Hail King 10/00 $38.95 NASCAR Heat 10/00 $29.95 Tomb Raider 5 11/00 $39.95 Theme Park World 10/00 $49.95 | iis Release: 11/00 
F1 World Gran Prix 2K 11/00 $36.95 NBA Live 2001 10/00 $39.95 Tiger Woods 2001 10/00 $48.95 " PSX 
FIFA Soccer 2001 10/00 $39.95 NBA Shootout 2001 11/00 $39.95  Torneko The Last Hope 11/00 $44.95 xX Squad 10/00 $49.95 


Fear Effect RetroHelix 10/00 $39.95 NBA Showtime 2000 11/00 $39.95 Ultimate Fight Champ 10/00 $42.95 
NCAA Final Four 2001 11/00 $39.95 Valkyrie Profile 09/00 $44.95 DREAMCAST 


| ibe 


: 


bodyslams you with all the 
insane action & storylines 


‘SHENMUE’ offers a liv- 


ing world, where charac- 

Formula 1 2000 10/00 $39.95 NCAA Gamebreak2001 08/00 $39.95 Vampire Hunter D 09/00 $42.95 4x4 Evolution 10/00 $39.95 its axel on their own 

Frogger 2 09/00 $29.95 NFL Blitz 2001 09/00 $39.95 Vanishing Point 10/00 $39.95 Dave Mirra Free BMX 11/00 $44.95 timelines é almost al 

Gauntlet Legends 09/00 $39.95 NFLGame Day 2001 08/00 $38.95 WCW 2001 10/00 $39.95 objects can be manipu- 

Grandia 2 12/00 $46.95 NHL Hockey 2001 09/00 $39.95 WWFSmackdown2 10/00 $42.95 Ferrari 355 09/00 $49.95 lated & used. You are 

GunGage 09/00 $39.95 PGAEurop.Tour Golf 09/00 $39.95  War-Final Assault 09/00 $39.95 Grandia 2 12/00 $48.95 Ryo, in 1986 Japan, try- 

HBO Boxing 11/00 $39.95 World is Not Enough 11/00 $39.95 Jet Grind Radio 10/00 $46.95 ing to solve the mystery 

Harvest Moon 10/00 $44.95 Persona 2EterPunish 11/00 $44.95 XMenMutant Academy 08/00 $39.95 Phantasy Star Online 12/00 $49.95 : a dhe ees a nina 

Hogs of War 09/00 $29.95 RC Revenge 08/00 $32.95 You Don't Know Jack2 10/00 $29.95 Power Stone 2 08/00 $44.95 > | ance ae i 
NINTENDO 64 Ready 2 Rumble Boxng 2 11/00 $42.95 myriatt of puzzles. 

ex thas err Tey as Samba de Amigo 10/00 $49.95 Sega(Adventure) 

Aidyn Chronicles 10/00 $59.95 Duck Dodgers 09/00 $49.95 Mario Party 2 02/00 $49.95 SeaMan Forbidden Pet 08/00 $52.95 . Release: 11/00 
ArmyMen Sarg.Heroe2 09/00 $39.95 ECW Hardcore Revoltn 02/00 $39.95 : 

Earthbound 11/00 $59.95 Mia Hamm Soccer 11/00 $49.95 Sega Sports NFL 2K1 09/00 $49.95 Dreamcast 

Batman Beyond 10/00 $52.95 — ExciteBike 05/00 $44.95 NFL Blitz 2001 09/00 $49.95 Shenmue 11/00 $46.95 >\‘SEGA NFL 2K1’ No. this 

Blues Brothers 2000 11/00 $56.95 1 Championship 10/00 $39.95 NFL QB Club 2001 08/00 $52.95 Skies of Arcadia 11/00 $46.95 isn't just NFL 2K for the 

Bomberman 2ndAttack 09/00 $49.95 Fighters Destiny 2 06/00 $42.95 New Adventures Batman 09/00 $56.95 Tokyo Extreme Racer2 09/00 $46.95 Internet--this is a whole 

Caesar's Palace 10/00 $52.95 Hercules Leg. Jrny 11/00 $54.95 Ogre Battle 64 10/00 $56.95 Tony Hawks Pro Skatr2 11/00 $44.95 new ballgame. Loaded with 

Carmageddon 64 11/00 $49.95 Hey You Pikachu 11/00 $82.95 PGA European Tour Golf 07/00 $48.95 Ultimate Fight Champ 09/00 $46.95 new features, and you can 

ne rd Boe es ‘OGRE BATTLE 64: PER- Perfect Dark 05/00 $59.95 : up the stakes by playing 

| an SON OF LORDLY CALIBER' Pokemon Attack 10/00 $59.95 WWF Royal Rumble 08/00 $44.95 y pros around the country 

| Develop warriors, master | rfonline through your Sega 

magic spells, balance unit} Pokemon Stadium ce Sees GAMEBOY # | Dreamcast. The slave “ 


strengths & cope with a Polaris SnoCross 2000 10/00 $49.95 Austin Powers Under Lair 09/00 $28.95 


Three scenarios in huge 3D 
worlds: 35 battles & mis- Sea-Doo Hydro Cross 10/00 $52.95 


Spider-Man 11/00 $52.95 Harvest Moon 2 10/00 $32.99 


sions. New classes of allies, 


j ; 11/00 $28.95 
N64 formations. Pokemon Gold 10/00 $29.95 
Sydney 2K Olympics 08/00 $52.95 Pokemon Silver 10/00 $29.95 


Cruisin’ Exotica 10/00 $52.95 Kirby 64 Crystal Shards 07/00 $49.95 Tony Hawks Pro Skater 03/00 $46.95 Spider-Man 09/00 $28.95 
CyberTiger Golf 03/00 $49.95 Turok Shadow Oblivion 08/00 $49.95 Tony Hawks Pro Skatr2 11/00 $28.99 
Dinosaur Planet 12/00 $59.95 LooneyTunesSpcRace 10/00 $49.95 WCW 2001 11/00 $49.95 


Donald Duck 11/00 $42.95 Madden FB 2001 09/00 $49.95 WWF No Mercy 11/00 $52.95 Warlocked 07/00 $28.99 
Dragon Sword 10/00 $59.95 Major Leag. Soccer99 09/00 $49.95 World is Not Enough 11/00 $49.95 X Men Mutant Wars 11/00 $28.95 


- 
Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 


subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


huge variety of terrain as you Ready 2 Rumble Boxng 2 11/00 $52.95 Batman Beyond 10/00 $28.99 stronger, while improved Al 

play Magnus Gallant, brave Resident Evil Zero 10/00 $52.95 Cannon Fodder 11/00 $26.95 makes for brutal defense 

hero & savior of the people. Rush 2049 09/00 $52.95 Crystalis 07/00 $28.95 Sega (Sports) 
Scooby Doo 10/00 $52.95 Donkey Kong Country 2 11/00 $28.99 


| tougher, faster, and 


Release: NOW 
Dreamcast 


~g ‘DRAGON WARRIOR 1&2’ 
| 2 of the original, standard- 
, setting games are back for 
"a; Game Boy with better 

vr| graphics. Over 40 hours of 
| Gameplay. It's the first time 
Dragon Warrior and Dragon 
m@ Warrior || have been avail- 


applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The | Standard Priority Express Express Mail To Mail To 


“per order’ charge is charged once per order placed, the "per item" charge is charged once ee os U.S. Mail Canada ‘The World 
j i : j j 7-10 Days 2-3 Days 2 Day 1 Day 4-7 Days 7-14 Days 
for each item ordered and the "per shipment’ charge is charged once for each shipment we | Per Order $1.00 $2.00 $9.00 $2.00 $2.00 $2.00 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to| Per Shipment $1.75 $1.75 $5.75 $13.75 $2.75 $2.75 
Computer Games Strategy Plus. Call for details. = |__Per Item $1.00 $1.00 $1.00 $2.00 $2.00 $6.00 


Enix (Roleplaying) 
Release: NOW 
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Gameboy 


U MIN 


Think you know everything there 
is to know about WarCraft III? 


Think again. — 


Next month we divulge the game’s top-secret fifth race and get the inside story behind 
changes made to the game over the last year. The complete story behind 2001’s 
biggest game. | ) 


issue 122. On sale December 12 
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Gaming With These 
Speakers Is Almost 


Like Cheating 


With the FourPointSurround’ FPS2000 Digital speakers, winning 
is within your power. You will hear your enemy sneaking towards 
you from any direction. The FourPointSurround™ FPS2000 Digital 
speakers surround you with razor-sharp sound clarity, 
power for the most intense gaming, and bass that will 
kick you in the chest. If that's too much to handle, the 
FourPointSurround” FPS1800 or the FourPointSurround” 
FPS1500 speakers deliver true-to-life surround sound 
that no real gamer should be without. 
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One Powerful PC 


= Intel® Pentium® Ill Processor at 1GHz 

# 128MB SDRAM at 133MHz 

# 20GB’ Ultra ATA-100 Hard Drive 

= 19" (16.0" vis, .26dp) M991 Monitor 

# 32MB NVIDIA TNT2 M64 4X AGP Graphics 
® 8x/4x/32x CD-RW Drive 

# SoundBlaster 64V PCI LC Sound Card 


= Altec Lansing’ ACS-340" Speakers with Subwoof 
newer Sterne hdelide Mort <-aasio You can still choose to “play by the book’”’ - 


‘ ; i award-winning, around-the-cloc! 10 
= V.90 56K Capable® PCI Telephony Modem for Windows idialte Hg, pot 
a hE athe Uli ee ee” veins We 1 at a price you can afford | ther just don’t come whining to us when you lose. 
# 3-Yr Limited Warranty’ # 1-Yr At-Home Service’ “rey | 
: i 40 VETISMN Ss neipti vou det what vou’re looking 
= 1 Year of AOL* Membership Included’ g / it y g 
7 So contact Dell today by phone or on the Web. Ordering 
© . takes only a few minutes, which we know Is a big deal 
= Upgrade to Premier 1-Yr At-Home Service, add $99 for someone like vou. 


® Epson” Stylus Color 777 Printer, add $99 re 
FOURPOINTSURROUND 
FPSISOO 
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Includes Windows Millennium Edition the hon V/ SiO} Ora Le SO CS Visit www.creative.com for ner information. C | | V |, = 


©2000 Creative Technology Ltd. All brand or product names listed are trademarks or 

registered trademarks and are property of their respective holders. If you're not on the : 

net, give us a call at 800.998.1000 for more information. PERSONAL DIGITAL ENTERTAINMENT 
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bringing great values 


home for the holidays. 


Find today’s cutting-edge technology under your tree this year. 


No one gives you more jingle bells and whistles than Dell™ this holiday 


season. Looking to burn your own CDs? Watch DVDs? Or maybe you're 


just looking for pure speed. Well, we've got it all and at unbelievable prices. 


Custom-build your own system or surprise a loved one with one of these 


great systems here. And 1 year of AOL® membership included ($263 value)” 


with the purchase of anew Dell home system. We'll even give Santa a break 


and drop it off for you. 


DELL” NOTEBOOKS: 
DELL™ INSPIRON" 3800 


Design and Affordability 


# Intel” Celeron” Processor at 6(00MHz 

# 12.1" SVGA TFT Display 

# 32MB 100MHz SDRAM 

= 5GB° Ultra ATA Hard Drive . 

= Modular 24X Max CD-ROM Drive 

m= 2X AGP 8MB ATI Rage Mobility” -M1 3D* Video 
® Internal V.90 56K Capable’ FaxModem 

® Li-lon Battery with ExpressCharge™ Technology 
# MS° Works Suite 2001 # MS°® Windows® Me 
m 1-Yr Limited Warranty’ 

m 1-Yr Next-Business-Day On-site Service’ 

= 1 Year of AOL® Membership Included” 


: 49 <<“, E-VALUE CODE 
89482-801113 


AS LOW AS $37/MO., FOR 48 MOS.” 


DELL™ INSPIRON™ 4000 


NEW —Thin and Light 


# Intel® Pentium’ Ill Processor at 600MHz 
Featuring Intel® SpeedStep™ Technology 

= 14.1" XGA TFT Display 

= 64MB 100MHz SDRAM 

= 10GB? Ultra ATA Hard Drive 

= Modular 24X Max CD-ROM Drive 

= 2X AGP 8MB ATI Rage Mobility” 128 3D° Video 

# Internal V.90 56K Capable® FaxModem 

® 53WHr Li-lon Battery with ExpressCharge™ 
Technology 

= MS*° Works Suite 2001 # MS® Windows® Me 

= 1-Yr Limited Warranty’ ™ 1-Yr On-site Service’ 

= 1 Year of AOL® Membership Included” 


| 949 OQ E-VALUE CODE 
89482-801119b 


AS LOW AS $53/MO., FOR 48 MOS.” 


NEW—Dell™ Inspiron™ 8000 Notebook 


DELL" INSPIRON™ s:000 


NEW—Multimedia Mobile Desktop 


# Intel® Pentium® Ill Processor at 7OOMHz 

m™ 15" Super XGA+ TFT Display 

= 64MB 100MHz SDRAM 

= 10GB Ultra ATA Hard Drive 

= 8X Max DVD-ROM Drive 

@ 32MB AGP 4X ATI Rage Mobility "-M4 3D” Video 
# Internal V.90 56K Capable’ FaxModem 

m 59WHr Li-lon Battery 

# harman/kardon Audio 

= MS* Works Suite 2001 # MS* Windows® Me 
m 3-Yr Limited Warranty’ 

m 3-Yr Next-Business-Day On-site Service‘ 

= 1 Year of AOL® Membership Included” 


v7) 99 > E-VALUE CODE 
89482-801125a 


AS LOW AS $71/MO., FOR 48 MOS.” 


Affordable Desktop Solution 


# Intel® Pentium® Ill Processor at 800MHz 
= 64MB SDRAM #® 7.5GB° Ultra ATA Hard Drive 
@ 15" (13.8" vis) E551 Monitor 
# Intel® 3D° AGP Graphics 
= 48X Max CD-ROM Drive 
= SoundBlaster 64V PC LC Sound Card 
= PC Speakers 
= V.90 56K Capable® PCI DataFax Modem 
for Windows* 
= MS* Works Suite 2001 # MS® Windows® Me 
m 3-Yr Limited Warranty’ ™ 1-Yr At-Home Service’ 
= 1 Year of AOL® Membership Included® 


$ 899 E-VALUE CODE 


89482-501108 
AS LOW AS $25/MO., FOR 48 MOS.” 


Advanced Performance, Smart Value 


# Intel” Pentium® IIl Processor at 933MHz 
= 128MB SDRAM at 133MHz 
= 20GB’ Ultra ATA-100 Hard Drive 
= 17" (16.0" vis, .26dp) M781s Monitor 
# 32MB NVIDIA TNT2 M64 4X AGP Graphics 
= 12X Max DVD-ROM Drive ® SB Live! Value Digital 
® harman/kardon Speakers with Subwoofer 
= \V.90 56K Capable® PCI Telephony 
Modem for Windows* 
= MS°* Works Suite 2001 # MS* Windows® Me 
= Pro8T2 SurgeArrest 
m 3-Yr Limited Warranty’ ™ 1-Yr At-Home Service® 
= 1 Year of AOL® Membership Included” 


$ j 499 E-VALUE CODE 


89482-501114 
AS LOW AS $41/MO., FOR 48 MOS.” 
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Printers: 

m HP® DeskJet® 952C, add $199 after $50 
HP* Mail-In Rebate (Reg. $249)” 

m HP® DeskJet® 932C, add $149 after $50 
HP® Mail-In Rebate (Reg. $199)” 


Scanners: 

m HP® ScanJet® 5300Cse, add $149 after $50 
HP® Mail-In Rebate (Reg. $199)* 

m HP® ScanJet® 4300Cse, add $99 after $50 
HP* Mail-In Rebate (Reg. $149)” 


Power Protection: 
= Pro8T2 SurgeArrest, add $39 


Software: 

m Ultimate Sports Pack Plus 
(Dimension™ only)'®, add $99 

= Home Reference 4-pack"’, add $79 


contact us foday 
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800.289.1180 | www.dell4me.com : D@LL 


Advanced Performance, Smart Value 


# Intel® Pentium® Ill Processor at 866MHz 

# 64MB SDRAM at 133MHz 

= 20GB’ Ultra ATA-100 Hard Drive 

= 17" (16.0" vis, .26dp) M781s Monitor 

= 16MB ATI Rage™ 128 Pro 

™ 48X Max CD-ROM Drive 

® SoundBlaster 64V PC LC Sound Card 

® harman/kardon Speakers 

# 3Com”® V.90 56K Capable® PCI Telephony Modem 
# MS* Works Suite 2001 # MS* Windows® Me 
# 3-Yr Limited Warranty’ # 1-Yr At-Home Service’ 
# 1 Year of AOL® Membership Included” 


$ ) ‘ 99 E-VALUE CODE 


pentiume!// 


Includes Windows Millennium 
Edition — the home version of 
the world’s favorite software. 


“Must register for AOL within 30 
days of receiving computer. To avoid 
paying monthly fees, cancel during 
Ist year promotional period. Even 
during promo period, telephone 
access charges on your phone bill 
(call your phone co. for details) and 
surcharges for premium services 
and 8004 access may apply, including 
in AK. For new, 18+ U.S. members with 
major credit card or checking account 
only. Limited time offer. "Monthly 
payment based on 13.99% APR. APR 
FOR QUALIFIED CUSTOMERS. OFFER 
VARIES BY CREDITWORTHINESS OF 
CUSTOMER AS DETERMINED BY 
LENDER. Taxes and shipping charges 
extra. From American Investment 
Bank, N.A. to U.S. state residents 
(including D.C.) with approved 
credit. Availability may be limited in 
some states. 


89482-501111 
AS LOW AS $33/MO., FOR 48 MOS.” 


Cutting-Edge Technology 

# Intel® Pentium® Ill Processor at 1GHz 

# 128MB RDRAM 

= 40GB’ Ultra ATA Hard Drive 

# 19" (18.0" vis, .26dp) M991 Monitor 

# NEW 32MB DDR ATI Radeon™ Graphics 

® 8x/4x/32x CD-RW Drive 

® Turtle Beach® Santa Cruz DSP Sound Card 

m Altec Lansing® THX-Certified ADA 885” 
Speakers with Subwoofer 

® 3Com’ V.90 56K Capable® PCI Telephony Modem 

# MS* Works Suite 2001 # MS* Windows® Me 

# 3-Yr Limited Warranty’ # 1-Yr At-Home Service’ 

= 1 Year of AOL” Membership Included“ 


$ y I99 E-VALUE CODE 
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AS LOW AS $60/MO., FOR 48 MOS.” 


Gt our Guarantees or Limited Warranties, write 


Osh TIGA if i rin Uap unter pe ae <r faaatt BAbsaw > 
Dell USA L.P, Attn: Warranties, One Dell Way, 
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time), Availability varies. Other 


CONTIGS apply For hard Grives, GB means 
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Payment Solutions: 

# Dell™ Purchase Plan — Enjoy easy-to-budget, 
low monthly payments. Systems as low as $25 
a month" on the 48-Month Purchase Plan. Call 
now for fast, simple, and convenient processing. 

@ Dell” E-Check — One convenient electronic i 
payment from your checking account | versions. "Far rebate details and coupons, call 


nvironment. ‘Download speeds 


HmMted To BUR Gps. Upload Speeds are 1OSS {about 
30Kbps) and vary by modem manufacturer 


and online conditions. Analog onone line and 
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compatioie server required, “oartware, packaging, 
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or documentation may differ fram retail 


800-728-9665 for HP. Intel, the Intel Inside logo, 


Service Upgrades: 

® Dell™ Dimension™ Premier 3-Yr At-Home 
Service’ add $99 

® Dell” Inspiron™ 3800 and 4000 Notebook 3-Yr 
Next-Business-Day On-site Service’, add $149 


and Pentium are registered trademarks, and 
| ,~ § Oa mam ~ int LAT aen rh 3 amoarvec “ 
intel SpeedStep and Celeron are trademarks of 
i " Spearman RORY AVA aes. nee Pee A eee ae 
intel Corporation. MS, Microsoft, and Windows 


are 


re registered trademarks of Microsoft 
Corporation. America Online, AOL, and the Triangle 
ioga are reqistered trademarks of America 
Online, Inc. 3Com is a registered trademark af 
3Com Corporation, HP and DeskJet are registered 
trademarks of Hewlett-Packard Corporation. 


(22000 Dell Computer Corporation. All rights reserved. 
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